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The Edge 
have you got it ? 

"The Edge'll have to move to new premises to make sure 
that they've got room on their office walls for all the awards 
they have won (for Fairlight). . ."* CRASH April 1986 
(P.S. — We've moved!) 

The Edge, 36-38 Southampton Street, Covent Garden, 
London WC2E 7HE. Tel: 01-831 1801 (4-lines). Tlx: 892379. 

•Crash Headers voted Fairlight 'Best Graphics.' 'Best Music/ 
Best Arcade Adventure,' 'State of the Art Award' for 1983, 
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your machine. 



TELEPHONE HOTLINE 

Due 10 the huge number of phone calls we get every month 
from people having problems with Arnold, wy have decided to 
set aside some time for Answering your calls. The phone 
number is (0453) 14011; feel free to call any time on Mondays 
between 2 and 6pm. But please doirt ask he to solve games 
problems for you, If you do have a problem with a game then 
look at our Cheat Mode pages, or chock out the Pilgrim's Lords 
and Ladies of Adventure. Any problems with Cheat Mode or 
Typo- ins cannot be dealt with at any other time. 



MANY THANKS 

Our thanks go to The Music 
MiU Limited of Mill Lane. 
Yeovil, for the low of the guitar 
featured on onx front cover. 
Also, many thanks to Hemisph- 
eres of Sidetrax. 53 Park Street. 
Bristol, for the shades casually 
donned by Arnold for the shot. 
These cost £4,35. but Hemisph- 
eres tell me they wilt knock 10 
percent off the price to anyone 
carrying this issue of AA. 



flye-dye hi-score 

Okay, Okay, we're sorry we've 
dropped Hi-Score from AA, but 
I'm afraid it just had to go. We 
had no way of checking the 
hundreds of entries, and we 
have better things to do with the 
space. Inslead we have intro- 
duced First-Day Target Scores 
on all our reviews, which should 
give people a better idea of 
whether Ihey aie doing reason- 
ably or failing miserably. 



Wanted - an Amstrad buff 



The Future Publishing Team is 
expanding at the Old Bam, and wo 
find ourselves In need of an 
Arnold enthusiast urgently. 

The person we are looking 
!or should have a pretty thorough 
knowledge of the Amstfad CPC 
range, both hardware and 
software, and be able to write to 
theAA standard too - ntfifch as we 
all know \$ pretty high! He or she 
must be prepared to do anyihfag 
from making the tea or answering 
the phone to writing the 
Mastergame review. We are 
particularly looking for someone 
with a technical bent, so fluency m 
Machine Code would be handy, 
though m>t tital 

The job will of course be 



based m Somerton, which te a 
small country town with little in the 
way of nightlife or public transport. 
It cannot compete with the? bright 
tights of London, but if you like 
fresh air and cou ntrysid e it's get a 
lot to offer 

If you think you might fit the 
bill, then send us a letter giving 
personal details, together with a 
CV. a typewritten sample of a 
games review and a serious 
software review. Send it lo 
Amstrad Buff k the Editor, Amstrad 
Action, The Old Bam, Brunei 
Prfcindp Somerton, 
Somerset TA11 5 AH 
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We've received a flood of letters once again, including 
many pleas for Toot and Voice of the People. Toot fans 
should see our letsf issue, and as for VQP-* if you don't 
send us your views then we can't print them! 

Among the many pleas for more disk-based 
Cheat Mode t Liam McMaster raises a controversial 
moral issue and Fan Grainger deplores the rising cost 
of games. Problem Attic is bursting out of tts rafters f 
and technical wizard Andy hasn't been seen for days, 
up there sorting out your problems. 

If you fancy seeing your name In print - and you 
may win a £15 software voucher - then why not write 
to: Re Action, Am stead Action, Somertan, Somerset, 
TA11 5AH. 



Cheat Mode for disk 

I have recently purchased a 
61SB and two disk games, Spin- 
dizzy and Batman Both com- 
puter and games are proving 
excellent value for money. I was 
very pleased upon reading 
your magazine that you have a 
Cheat Mode section, as infinite 
Uvea 01 lime on both the above 
games will not detract in the 
least from the pleasure of 
playing them. 

Therefore my disappoint- 
ment was all Hie more when t 
discovered that Cheat Mode 
deals only with tape games (as, I 
should add. do the Other maga- 
zines,) I hope In future Che.it 
Mode can be extended to disk 
games, especially as these axe 
on the increase. 1 would be de- 
lighted if you could send me the 
disk Cheat Modes for Spindizzy 
and Batman* if anyone has found 
them 

J Alderton 
Aughton, Lanes 

Gftesl Mode does indeed deal 
mainly with rnpc based games, 
though we have printed quite a 
tew pokes for disk games rec- 
ently, W® can only print the 
pokes that you send in r so 
please send us more disk 
pokes! 

Flying between 
Arnolds 

A friend and I are desperate to 
find any games, e specially flight 
simulations, which can be run 
.between two Amstiads simulta- 
neously. We both own 464a and 
so far we know of only PSS s 
Tobruk 1942 which has Ihe op- 
tion to run on two Arnolds al the 
same time. Please help us qui of 



this predicament- 
Mr C Alexis 

1ST Reigate Road, Down ham 
Bromley p Kent 
BR] BJL 

That's the only one we Ve heard 
of foci 




IQQW rt£<? TOO 

WITH u& wrftAO - " 

No sweetness for 
Sugar 

Incentive will soon release CAC 
Plus arid they will give an up- 
grade to the owners of GAC. 
That's what you call good cus- 
tomer service. 

So much for Alan Sugar and 
his customer service. Where's 
the upgrade for my CPC 664? 



Did you hear about his £28 mil- 
lion profit? Couldn't he spare 
some and remove the lingering 
bitter taste from the mouth of 
every 664 owm>r? 

My friend a;so lias a CFG 
G64 with a DfC 1 Ironies 64K 
expansion. But that puts strain 
on the expansion port, as the 
ram expansion does not level 
with the base of the computer - 
although it Tits perfectly on the 
464! 

So yon see why it would be 
belter getting an official up- 
grade. There is also software 
that uses the CPC 6128'b extra 
memory, which means CPC 664 
owners would have to buy a 64k 
expansion or the tape version (if 
fttGr-G is one), contradicting The 
fact thai the CPC was built 
for fast access to software. Isn't 
there a law against misleading 
information? 

Well belter cool off before I 
do something wicked like burn- 
ing the nearest bag of sugar! 

Why noi do a survey to find 
OUt how many CPC 664 owners 
are out there? 

A CWC fiwntr 

Belfast 

TTtere if a Vortex RAM upgrade 
that actually tits inside the case 
of your computer, so putting so 
strain all on Arnold's case. Ir 
was reviewed in our March '86 
issue. 

On your main point - tlmt's 
ihe computer business I'm 
afraid* 

Cheating on the 
6128 

I own a one-year-old 6 1 28 with a 
few (notice the stress on the 
word few!) items of software. I 
am also one of those Cheal 
Mode fanatics and like hacking 
at games - welt, trying to. Bur, 
there is one main drawback: all 
of the cheat modns printed in 
AA are for Arnold, and 1 find 
this very annoying, since I have 
a very rickety tape lead, So I am 
pleading for all Ehose hackers 
out there to get cracking on 
some disk-based hacking 
programs, 
Andrew Fraser 
MaxnhuLl, Dorset 

You'lt bn p&rncuJarly pleased 
with the Sorcery Plus pokes in 
this month's Cheat Mode - 



which were received from lo- 
aders. Lets have more! 



Beware Kat's 
revenge! 

Some of your game reviews do 
not mention all o* the game's 
features. For instance, why 
didn't you mention the tune at 
the beginning of Turbo E$prit 
ox the music in Elite or the 
shape-change feature in Spin- 
dizzft I could J ist several more, 
tl doesn't matter to rniss out 
those things on lower-quality 
games P but two of these were 
mastergaines! 

Do yon know if any of these 
games are to be converted to 
the Arnstrad-, Uridium (Hewson 
Consultants). Ace (Cascade), 
Piwop £(US Gold/Epyx). Speed 
ifrn#{Masterironic)? 1 have seen 
al] these on the Commodore 64 
(horrible word) and 1 think they 
are first-class. 

Finally, thanks for a great 
mag. and for the remote-control 
car I won in your Killer Kax 
Komp. I use it to chase my cat. 
Ku Murfitt 
Crawley, West Sussex 

All the features you mention 
don't affect the &ss&ntial ggjne- 
play. We leave you a few plea- 
sant surprises without missing" 
anything important. 

Conversions; no. yes: no, 

yes. 

Fussycat: not the purpose 
for which prize was provided 
RSPCA and AA alerted. 

Good game, decent 
joystick 

Cot?! Strootht 4 - You know how to 
make a frooby mag, don't yer? 
August issue was brill and hi to 
Matthew Denning, Sean Murphy 
and Stewart Wilson (see M- 
score charts). 

Apart from d]l that bumpf 1 
would just l:ke to say what a 
brilhant game JEane is and whal 
value Hook out all you big 
houses,) If it wasn't for AA I 
would never have bought it. 

J would also like to recom- 
mend a joystick that'll beat all 
others on performance 
(although it doesn'l have buttons 
and switches and knobs every- 
where), fl's the standard Atari 
joys lick. The one f have has 
laken severe battering off Daley 
Thompson, Geoff Cape* and 
others like "em. Fairly cheap 

too. 

Well, keep up (he good 
work on a great mag and keep 
up the good games, Master- 
troruc. Yours, chuffed and over 
the Moon f 
frH Spaceman 
York 
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Morel issue 

I think I ought to tell you my 
opinions on using contemporary 
issues as plots for computer 
games, eg Theatre Europe and 
J?afd. in order to show the other 
side of the argumenl- 

You cannot deny that young 
children will play the game, arid 
so nuclear artnihils-tiori will 
become a casual thing. They 
will then no doubt grow up with 
this attitude of ignorance and 
she^x stupidity to She impend- 
ing doortL On me other hand ? 
they could ask Iherr parents 
about it h and either got a dis- 
turbing arawer ox a* least place 
the parents in a diffjculi po 
sation. My young brother is on** 
of thes*. 

Why then do sottwira 
houses do it? Alienating your 
public makes nil business sense 
and making games about nu- 
clear weapons make nil moral 
aense 

Think about it! 
Liam McMiBtri 
Whitehaven, Cumbria 

Where is Big League 

Your answer to Mr T Fen Eon of 
London in the April AA regard- 
ing (he attempted purchase of 
software was, 'Wait till the 
game's actually reviewed or the 
news pages of a mag tell you it's 
definitely out. before you send 
off fox it. fc 1 look your advice on a 
game given an AA rave on page 
72 of ihc same issuer Big League 
Soccer U. So in June I sent off my 
cheque via your mail-order dis- 
count service. A couple of days 
later 1 received a compliments 
Blip saying Big League Soccer 
was not yet released and a copy 
would be sent- as soon as po- 
ssible. Now having taken your 
advice, it appears to me that we 
cannot trust yourselves. 

It appears to me that this 
happens quite often, Why don't 
you publish a blacklist of soft- 
ware houses that Jake us poor 
Aiustiad users for fools? Many 
of your readers must be very 
disappointed when they find 
they are tiol able to purchase a 
game after having read 
reviews. 
AWDodd 
Stockport 

The game is now out r after pro- 
gramming and production pro- 
blems (Ihe nature of the gam?), 
and is available mail-order from 
us. We apologise for the delay 
but there was nor much we 
could do about it. We, like you, 
wish that companies would not 
announce new titles too 
prmmaturely. 



You Qbvioijsiy My& a very valid 
and important point, which we 
would not disagree with m any 
way. Our only reason for reply- 
ing at aS is i& defend Theatre 
Europe as it dw r at least, take a 
certain moral stand on the nu- 
clear war scenario, First of all, if 
a player does decide to use 
nuclear weapons in any way 
then he or she needs a special 
code in order to deploy them. 
The only way of getting the 
la unch code is by phoning- a 
number that appears on the 
screen. Phoning this number 
does give you the appropriate 
code f but also plays a dramat- 
ised tape that warns you of the 
consequences of using such 
waspons in real life. 

Furthermore, if the player 
decide* to use nuclear weapons 
anyway, he or she mil find ihat 
if does not result in winnin g but 
m die eventual annihilation of 
their forces. Theatre Europe 
does take a strong moral stand 
in this sense, and could even be 

Prophet of profit 

Back in the autumn of 1984. 
when 1 first considered getting 
my beloved Amstrad and left 
my Spectrum (arn I allowed to 
say this?) to gather dusi» a 
rather well-known software 
company called Ultimate Play 
die Game brought out Ihe most 
fantastic game of the time for the 
old rubber plantation (you 
knGW< the Spectrum - oops 
sorry!) It was called Knightlore. 
It revolutionised the games mar- 
ket and Ultimate, realising Ihis, 
upped their prices front £5.90 to 
an incredible almost 
twice as much. 

Nobody seemed lo rnind as 
■■ir qame was so brillianl. and 
the game went soaring to num- 
ber one in die charts. Other 
software houses, seeing the 
tremendous success of the 
game, decided that if such a 
highly priced game could go to 
number one, then they would 
put up their own prices. So the 
public went out with a icnnei In 
hand, bought what must be bril- 
liant game because it oost them 
a tenner, got home, loaded it 
up> and then ciied their eyes 
out wondering what had; hap- 
pened io the state of the soft- 
ware market. 

This is why now. nearly Ewo 
years later, the public is still 
paying a tenner for Knightlore 
donea such as Baunan. Get De- 
xter and Fairlight I know they 
are all good, but surely they 
would sol] more copies at 
around £S P thus making a big- 
ger profit. 



regarded si educational - bur 
whether it should have been 
released in the first place is 
anothor matter. ■ 

If you take this stand then 
games such as Green Beret or 
Rarnbo. eitcouragring you to 
haek T burn, or generally msum 
'enemy* soldiers without any 
kind of morn! message, are 
rather more damaging. We 
would be interested to hear the 
views of other readers on this 
subject. 




The thing that really gets 
me though, is that I can get a 
better-quality game, from ft 
budget company called Master- 
ironic, called Knight Tyme, at a 
price of £2.99. T wonder where 
the other companies* profits go. 
Into the petrol tank of their 
programmer's turbo Porsche 
perhaps - if it gets to the 
programmers! 

I'll wait to tackle the price of 
disk software next time around 
- if my disk-based word- 
processor hasn't been 
repossessed. 
Ian Grainger 
Win gate. Co Durham 

Swallow our 
medicine 

I have been a regular sub- 
scriber to computer magaiitzes 
s-.nc£ 1W79 and bought my first 
micro in I960. In that time 1 have 
seen some utter rubbish printed 
in reply to readers* queries, but 
nothing ao iar can compare With 
the August AA* M<m of your 
replies managed to avoid 
saying anything concrete, but 
when you did, oh boy! 

First: your reply to Paul 
Webb regarding his problem 
with Pretext on ROM and Cyrus 
UChesson disk. Amoi included 
a command RQMONi in the 
Pretext ROM which resets the 
computer but without initialising 
any ROM except the disk ROM, 
Instant emulation of a Protext- 
less.Anistrad. 

Second: your reply to Rob- 
en Lamb about swapping soft- 



ware. There is no reason why 
he should not swap tapes, disks. 
ROMs - computers, even! - as 
long as they are originals. Your 
analogy to books is ludicrous. 
Books and records are better 
protected by copyright than 
programs^ but 1 can buy an 
album, play it and then sell or 
swap it Of course, if I tape if 
first t am breaking the law. but 
that is where the offence lies, 
the copying and net the 
swapping. 

Third: your reply to T A 
Gray about ye olde double- 
linefeed problem. Well, all 
right. I almost agree with you 
hero, it should bo possible to 
configure any word-processor 
to cope with CR only. Your so- 
lution will not allow proper 
don ble spac ing, subscript ing. 
etc. The simplest (reversible) 
hardware fix is to put a sliver of 
sape over pin 14 on the edge 
connector. 

You may find it hard lo be- 
lieve after *11 that, but 1 actually 
like Amstrad Action, So keep up 
the good work, but do ensure 
your (houghtwaie is running 
before starting your word- 
processor! 

St Patrick f R Karkin 

PS. If 3 don't win some soft- 
ware. I shall write to you again, 
so there! 




< 



PPS. In case you're wonder- 
ing what micro I had in 1080. it 
was a 16K Exidy Sorcerer (takes 
you back, huh?) which 1 had 
bought while I was still a med- 
ical student. Two degrees 
(medicine and genetics) and 
three computers {Dragon. Spec* 
trum and 6128) later I now lec- Ik 
ture where I was once a student r 
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and have introduced computer- 
assisled jcainmg mto our un- 
dergraduate curriculum of 
pathology. 

Resy if you have read tfre- Sep- 
tember issue you would have 
seen a very informative iettcr 
from Amor painting this out 
We have stood corrected 
already. 

Second: you are technically 
right of course, but it is so easy 
to copy game cassettes before 
lending them on that we feel that 
we should warn our readers 
against clubs whose main activ- 
ity is swapping games, as tliey 
may weil be involved in soft- 
ware piracy. 

nurd; stivers of tape hare a 
horrible habit of disappearing 
inside your Arnold. 

We look forward to your 
points four, five and six 

Anyone for chess? 

Does my quo know of a chess 
game thftt two Can play, instead 
of playing the computer? Also 
are there any amateur radio re- 
aders who know where I can get 
come information on the use of 
the Anistrad with radio? 

And are ycui Able to |>.iss on 
to the readers thai I will swap a 
It-bit H3974A computer with 
joysticks, games, mags and a 
personal re cord -kee ping 

module, alt in new condition, for 
a printer that will fit the Amstxad 
664? 

Many thanks for an enjoy- 
able m^g. 
William Fairbairn 
5 Dumbarton Road 
Fort William* Inverness-shire 
PH33 GUT 

Both Cyrus II Chess and 
Colossus Chess 4. from Amsoft 
and CDS resf,*ectiv&iy have two- 
player options. Of the two we 
prefer Colossus Chess. 

On your second point there 
arc numerous books available 
on the subject of communic- 
ations, some with chapters spec- 
iScaJJy on radio comms. We 
suggest you scour the book- 
shops for a suitable book on the 
subject. 

Alio-alto-alle 

Every now and then my Anuny 
pictqs up the local police radio. 
It's weird when your computer 
starts speaking to yer! 
James Blind 
Stonehaven , Aberdeen 

Tech ed ays his hi-fi (not an 
Amstrad) picks up police, but 
has never before heard of 
Arnold behaving in such an ill- 
egal manner. 

Letters ed cut a lot of this 
six-page epistle. Keep, 'em 
short/ 



Share your printer? 

I need access to an Amsirad 

printer, and I was wondering 

whether any readers could help 

me: I'd obviously pay for the 

use of The peripheral. 

Paul Gill 

19a Bradgate Jive 

Cheadlo, Cheshire 

SKfi 3 AO 

A friend in need 

During an idle hour last night, 
which I spent reading bade 
numbers of your magazine, I 
could not help noticing that in 
the letters section the same 
complaint came up several 
timet. What is this recurring 
complaint? It is simply that many 
people are feeling cut oft and on 
their own as far as their hobby 
is concerned. Not for (hem &e 
gregarious pursuits of the 
Spectrum/ Commodore 64 
owner, due mainly lo having the 
only or perhaps one of the few 
Antitrade in their area. It was 
with this in mind that 1 decided 
to offer these poor souls some 
help r having suffered the same 
complaint for over a year 
myself. 

What kind of help would be 
required or sought I have Utile 
idea, but as a start a postal user 
club With nominal fees would be 
* sU'L 1 1EI "-CT-"'' ration This 
decided I have taken it upon 
myself to try to organise this. At 
present the format of said club 
would be no membership fee. a 
once monthly (lo start) newslet- 
ter containing programming 
hints, pokes for arcade games, 
help with ad ventures, and per- 
haps a swap shop area for 
members. 

Obviously this format is 
open to change if there is. for 
instance, any area where mem- 
bers would like more or less 
lime/space devoted. Also r open 
access listings could be in- 
cluded: or ihis area might be 
bettor catered for in a tape/disc 
formal All this and more would 
be left entirely up lo any mem- 
bers concerned. 

The above scheme, while 
practical, stumbled at the vary 
first hurdle in that I was unable 
to contact these potential mem- 
bers due to your habit of not 
printing full addresses. While I 
understand that this may be a 
legal requirement I give full 
permission lo publish my ad- 
dress as otherwise there can be 
no replies. 
Gordon Yacomine 
30 Finavon Street 
Dundee 
Scotland 

As you can see, we are quite 
happy to print your fuU address 
there is good reason! 



Colour programming 

l have only recently deciphered 
the Amsirad manual and can 
now define characters using the 
symbol command. But you can 
use only one colour using this 
method. 1 have got more than 
one colour by setting the char - 
aciers transparent and putting 
two characters on top of each 
other. This takes a lot of time Is 
there another way? 

Gould you also do a review 
of some of the speech synthe 
sisers around? Is Speech from 
Superior Software (adverted 
in August issue) available in the 
shops yet? 

You have the best magazine 
on the market. Don't go chang- 
ing it too much and make sure 
Joyce doesn't lake up too much 
space. 

By the way your Type-ins 
are getting better and better, 
Blitter was first-class p and Boun- 
cers was great too. 
Mirk Bran 
Poole, Dorset 

Fm afraid you're already using 
ihe fastest method o f producing 
multicoloured characters, short 
of writing your own routines in 
machine code. 

We have had a production 
copy of Speech, and hope to 
review it next issue. 

As for your worry about 
Joyce taking aver, Arnold has 
this magazine all to himself now; 
Joyce is out on the streets this 
month in her own tide. BO00 
Plus. 

Defining Tasword 
keys 

Hullo there, you lovable loonies. 
Anyone who can nuke a career 
put of zapping whatzits and 
dodging thingamybobs must be 
Looney. And my grandpappie 
would have sound advice for 
you lot: "Go out and get a pro- 
per job! ' Thanks for a smashing 
magazine. 

As even perfection has 
room for improvement, how 
about a retrospective index to 
past games and reviews? 

Sow chief guru ol the 484, 
please help me if you cfch + or 
publish my address so those 
fantastic readers of yours will 
help me out of my misery and 
let me m on ihe secret they will 
no doubt have long since 
worked out. 

The Tasword 454 woid^ 
processing program has the 
facility to redefine some keys 
for words which occur often; 
however, they limit the number 
of characters, for all keys, to a 
mere 12)0. As 1 would like to use 
far more than this, is there any- 
way to poke or otherwise alter 
ihe prog tain so that [ can have ai 



least 2000 characters? 

Please explain in the sim- 
plest of terms as I am an A-pert 
(opposite to X-pen). If there is 
no solution could you tell me if 
there is a word-processing 
program which could give me 
this facility? 
E K Scon 
LundVn N14 




**fOtA KjMW - I f^l4fVf4 

WfV£ A B»lT CXCFfcgeMT. 

/ ddnV know of any word- 
processor that allows you to in- 
sert so many characters with a 
single keystroke, tt sounds to 
me as if you are approachmg 
the problem from the wrong 
direction. Presumably you have 
whole paragraphs of text f/Mf 
you often need to insert into a 
document The best way is to 
store these as separate files on 
your work tape or disk (it really 
comes into its own with a disk- 
based system). Yon can then use 
the merge' facility in Tasword 
to insert these files at the curr- 
ent cursor position. If you have 
problems then certainly both 
New Word and WordStar have 
this facility. 

Joyless stick 

When we got Uus month's AA 1 
was pleased lo see you wete 
offering a Eonbc Speedking joy- 
stick, so I went and got the issue 
in which you had reviewed it. 

My heart sank when 1 saw 
thai ic just used micros witches, 
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for when I first got my computer 
I got a Quickshot II }oy stick, 
Ftetty soon it started to break 
down, We got a replacement, 
attuning we must have had 
some bad luck. But when I 
plugged il ici. I discovered the 
wile thing again! When we re* 
lurried this one and asked for 
another replacement the man 
said that he was not stocking 
Quickshot joysticks any more. 

So I got an Amsoft JY2 joy- 
stick. This was all right for a few 
months until one day playing 
Harrier Attack it didn't respond. 
Then a few weeks later IWQ Of 
the suckers ripped off. All of the 
joysticks were micros witch joy- 
sacks, so you can see why I am 
very wary of the Konix Speed- 
king. Is this joystick as durable 
aa you say? 
Oisin Lawless 
Dublin 

I don't know what makes you 
think the Quickshot II and }¥2 
are microswiich joysticks, but I 
tan assure you they aren Y. They 
both use 'popper-button* 
switches - dpm$d metal con- 
tacts mounted directly on the 
circuit board. These are Cheap 
to produce, but they're much 
less responsive and durable 
than the micros witches in she 
Komx or the leal-spring 
switches in the Wico r Bob's 
other faye joystick. 

fs the Konix as durable as 
we say? Wolt, since Use review 
we ve subjected it to six months 
of real hajnm&rmg and it's still 
going strong. Id call thai dur- 
able, wouldn't you? 

No colour ghosts 
on modulated TV 

My von purchased Elite's latest 
game, Ghosts and Goblins, on 
cassette for his Amstrad 664, 
which operates with a colour 
television and modulator in- 
stead of an Amstrad monitor. 

He found thai the loading 
picture came up in colour. How- 
ever, once he stalled to play the 
game it changed to black-and- 
white. We returned the game lo 
Elite to ascertain the fault or 
obtain a refunds 

Elite's director B R Wilcox 
telephoned that the fault lies 
with our set-up and not his 
gam^. The game, he says, is 
designed for the Amstrad sy- 
stem and nol for the computer 
WLtb a colour TV and modulator. 



PROBLEM ATTIC 



We pointed out lhat the 
cassette case does not so spec- 
ify, and that other Elite games 
Load with due piobLems. He said 
the game worked and that it was 
unfortunate that it did not work 
for people without colour 
monitors. 

We would like yon to warn 
other Amstrad users who might 
be considering purchasing the 
game, 

Richard Lord and 
dejected out-of-pocket 
son Jason 
Felixstowe, Suffolk 

You are not the only person 
complaining on this point - our 
phone has been ringing too. 

With this kind of thing, your 
best bet is to go back to the 
shop where you bought the 
game and Ask for a refund, 

We spoke to Mr Wilcox at 
Elite about this problem, and 
were told that future releases 
would also be tested on systems 
using modulator and colour TV, 
now they are aware of this situ- 
ation. This problem may apply 
to other titles too a so anyone 
using TV via modulator rather 
than the Amstr&d's own monitor 
would be wise to make this 
dear to the shop before shey 
buy any game, That way tho 
shop would hi- obliged to give 
you your money back if the 
game turned out not to work 
property* 

How&ver. anyone with this 
problem should complain and 
complain loudly, A green- 
screen Amstrad system with an 
auxiliary colour TV r driven by 
Amssxad's own mudulator, is by 
no moans an unusual or unor- 
thodox system Software houses 
should ensure their titles run on 
such a system, or majro clear on 
the packaging that a title dors 
not work with TV modulator. 



Strange commands 

Never having written to a maga- 



zine before I now find myself 
writing for the second time in a 
few days. 

Concerning the "Graphics 
Bonanza 11 on pages 92 & 33 of 
the May 'Amstrad Action*, J 
have typed in all three 
programs and all work very 
nicely. 

However I wonder if you or 
James Cadwallader could 
explain one or two points on the 
Rotating Sphere programs 

a. Line 333. "secOndnum 
ysize" appears to seive no pur- 
pose whatsoever 

b. Lines 370 and BIO. As line 370 
sets "First" to Z it would appear 
lhat the program will always 
GOSUE 1840 and never GQSUB 
1930. Hence lines 1930 1995 will 
never be used. In line 370, What 
purpose does " last *= 15" serve 
as "kit 1 ' doesn't appear any- 
where else? 

Major ) B A Bry den MBE 
Edinburgh 

We edited thai listing for length. 
The commands you mention are 
left over from the earlier ver- 
sion, and should realty have 
been excised by us, 

Serialised ROM 

1 own a CPC e 126 and wish to fit 
Amor's Utopia on ROM, As I do 
nol own a ROM board would it 
be possible to Qt this ROM into 
the Amstrad HS232 interface? If 
this is possible, how would 1 go 
about fitting Ihe ROM and how 
would J call il up for use? 

I enjoy reading your flret- 
cLass magazine and find your 
recent CP/M tutorial of great 
help. Keep up the tutorial-type 
help and the Brat-class reviews 
of both«ofu and hardware. 
C Madiell 
Cleveland 

1 don 7 know if Utopia daman ds 
some particular ROM number - 
check the instructions on this 
but assuming it doesn't you 
should have no problems fitting 
it in place of your RS232 ROM. 
Whether it's a good idee or not 
is another matter: lor one thing, 
you'U have to swap the ROMs 
over every time you want to use 
lh& int&rfacv. 

Tape-disk trauma 

[a it possible lo gel Starion. Tie 
At Kung Fu or TJiey Sold a 
Million onto disk? I have been 
trying for ages, having many a 



sleepless: night, Trying to crack 
it. Also I bought Hunchback 11 
for my 664, and it just refuses to 
work, I am sure thai you britt 
mag magicians can think of 
something. 

Anyway 1 think thai ihe mag 
is great {grovel, grovel) but 1 
think a little bit more of the Pilg 
wouldn't go amiss, Also iff it 
strange thai my Quickshot II joy- 
stick ia able to crash my 
computer? 
D Wreford 

E vers ley, Hampshire 

Bad news: Hunchback II is piain 
incompatible with the 834 it is 
an old game, probably ssill 
under development when the 
664 was released, and software 
houses weren't at that time 
aware of compatibility pro 
blems. The packaging a fates 
that it runs on the CPC 464. 

As for she Quickshot H t just 
don't use the auto-fire buffon 
and you won 'thave trouble, 

Joy from Amor 

I saw Mr Webb's tetter (August) 
complaining that Cyrus ft Chess 
crashes on his 6128 with Pretext 
on ROM. 1 had the same pro- 
blem with my 464, notably with 
Battle Of Britairit which locks up 
at the exciting bits, and 
Arnhem, where the character 
sci is corrupted. 

The last thing Mr Webb 
should do is keep removing and 
refitting the Protext board 
because eventually the connec- 
tors will give up, I rang Arnor 
and they sent me a little routine 
which disables all ROMs except 
the disk drive on the 4€4. 

E have goi both a Quickshot 

II and & Quickshot 31 Pius joy- 
slick, and find that both sticks 
work OK with some programs 
provided the autofire is turned 
oil, but that with other programs 
the stick is locked on fire per- 
manently whatever you do. This 
is particularly unfortunate in 
Elite because space stations res- 
ent my feeble attempts al doc- 
king enough without my stuck 
stick trying to shoot chunks off 
them as well. Any suggestions? 
G J Edwards 

fcfiiji 

.Amor's helpful routines for the 
various other Amstrad models 
were published in the Septem- 
ber issue, page tL 

I've never had any pro- 
blems using a Quickshot II with 
Elite myself, It could be £ fault in 
the autofire switch on your stick, 
but thai still wouldn't explain 
why you have the problem with 
just certain games. I can only 
suggest clkif you buy a better 
joystick, or play on keys 
instead. 



Idid.Ididl 
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OHE PAIS STEREO HEAD FHO 
, "TWO S^^USPEJftJED POD SPEAK 



Range of music tapes which complement the 
Maestro perfectly. 

Can be used with your own Hi-Fi speakers, 
A must for all music lovers 
Designed by experts. 

fSBSA VANGUARD LEISURE LTD, 

IS^ESB "i L T^C-H R 0 W CHAMBERS, FRANK LANDS 
^ iOr^TOfi, PRESTON F*34 SPO 



& ONLY ^ 

f £39.95 j 



Powerful stereo amplifier which utilises the 
Amstrads full sound capacities, 

Compatable with the 464, 664 and 6128 
computers. 

Very easy to use. Demonstration software 
included. 

Enhances most existing software in 
wonderful stereo. 

No externa* power supply needed. 

Works wrth ALL add on s. 

Complete with two high quality 30 watt 
doubie core air suspension speakers in pod 
maun is. for group listening and a par r of 
lightweight headphones for personal 
listening. 



MAKES FUU- US>c v 



AMS TRAOSSTEBEOCH|P 





A Vali u m I Lei&uri? Product 

VANGUARD LEISURE LTD. 

CHURCH ROW CHAMBERS. FRANKL ANDS 
LONGTON, PRESTON PR<1 5PD 
Telephone (0/7?) 61 766f> 




WHATEVER WE DO 



...WE DO IT BETTER! 



Footballer of the Yeai 

The game Srensws twfy boyhood *Mm -the 
chance l»make ittctheffliytEecrf rbetiraflstii- 

on wkir path to sjJoiy ai a 17 j 
year oW apprentice wrtfi a Fourth Dtvfikjft 
team and £500 end tfcjotfsccriig 
q»~ds in yrxir pockets, rjs fcofteiiig 
VKfid is al your feet. Adopt tN kfen/Jty 
□J a pmfcssionaf roolbafler ami' 
develop a career ihrnupjL the u|& 
drid <kwma offnattfi daps, trans- 
fer d«b ana buries sc. 
Diapiav v^ur fcilenb in Fodfc 
baU L-spM ElU.FA, FA 

Cup nurriHK u id 
■J f : ir you're good 
flncugh the ultimafje 
accoliidE of your 
sport, the Foci 
bafer of Use 
Yew Award 



,fT 1 



CBlQl^ltCl - -.-.ijuM lird uivlsron to th* 

—^jt^o-^ijrua.HcfndlfttaEflrc a transfer offer 
P^\ n <JT* ^rday man exhibition from the 
IS^VaiP' '.^ ns . S • s ^ cu1 ^ however <l 

fetf^O** ,tsW ^^iTvar star Harrr 
Allen althoU& h« uerwoal 



0. ' 



Future KnlghL L Tr-ailblucr aft ntf 
evalabte hi BBCEftrsrwi. 



f* 1 



V 



£6,95 



£7.95 



Ainsliud, flBGIIcctran 
Atari, OV1 64120 

£9-95 



£14.95 
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GILBERT It 
IN DEBUT ^n- 

I MICK DICKENS i 
ided, Uni*' 
|n Nicky * 
debut 
frm^t i 



EVIN COOPER l»i 
ie back from^ 
prope today to face^ 
speculate 
sut hts luture vt^ 

Jcwptr out of foottl 




Available 
November! 
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TraiLbtazer 



Availabh 
November 



REACTION 



Reveal yourselves! 

Why don't you giYC us more 
info on yourselves and what you 
get up EO in those crazy Some- 
rton offices. A certain G1M 64 
mag had no problem in reveal- 
ing themsel ves on to Eh a public. 
Was Bob Wade one of them? 
(poor fellow, he has seen Lhe 
error of his waysi) Give us a 
page of gossip or funny fringe 
which happened around your 
office* in the past month- Call Lt 
ihe BACK PACE 1 or *MATTS 
EYE 1 . £Do you like being called 
Matt your lordship?) 

] agree with most of your 
reviews but with Hypersports I 
disagree. Hypersports is slow, 
graphically dull and unplay- 
able. I think the mighty BW was 
being a litlle too generous 
(BS%). Your layout is a Utile 
haphazard but there is good 
editorial to read. Please have 
more software reviewers, and 
where did the third opinion go? 
Voice of the People is a great 
idea although people 



games always Ehink they have 
got a good game, This tends to 
make their statements a little 
unfair. 

Richard (Da. Vinci 
or the North) Spence 
Co Down, N Ireland 

So you want to know what goes 
on down in the Old Barn? Much 
keyboard bashing and joystick 
thrashing mostly with rhe odd 
bit ofcrwness in between.,. 

Read the review 

I recently bought the game Rad- 
zone by Mastertraiiic for my 
4^4, The game is great, in fact 
it's my best game, but wnile 
playing it I noticed more than a 
passing resemblance to T2te 
Scout Stops Out sold by Artisoft . 
I have not actually played Scout 
but ] have numerous reviews 
and screenshote of the game- 

lf both games arc written by 
lhe same person is he conning 



the public and Artisoft and Mas- 
tor rroiuc? It one is a copy of the 
other. :s this illegal? is n all a 
big coincidence? Am I com- 
pletely wrong about the whole 
thing? 
Gavin Tyte 

High Wycombe, Bucki 

Read our review of Radzone 
(July) We said its by the same 
Authors, in a similar style, but a 
budget game: £2 instead of £9. 
So. no. it isn *t a rip-off. 





Unimpressed 

Okay, okay, so J gather your 
reviewer did not like Nuclear 
H&Ut - but what a review. 

So it was not Who Pares 
Wins H quality, but it was one of 
the few Amstrad games which is 
last 



You said my game features 
'Qickerutg' sprites. They arc 
fasip but ihey do not flicker. 
Itiaybo it s your eyes, You were 
so busy mocking my gam^ you 
swapped the pictures for Bail 
Blazer and Monty on the Run, 

Thank you for giving me 
just over half marks for the 
sound on this game. 1 also did 
Ehe sound for KiUapede which 
attracted a high percentage for 
the somes and a better review 
than rtiine, 

Despite all this you produce 
an excellent magazine. In Xutute 
could you print the author's 
name in a review? 
Jon Paul Eld ridge 
Trowbridge,, Wilts 

tf I remember correctly, the 
graphics and sound w&ren t the 
main problem with Nuclear 
Heist. 

On your second point, 
printing the author's name is 
certainly a good idea - the tro- 
uble as often actually finding out 
who the main author of the 
game was. As often as not it is a 
mam effort involving 0 host 0/ 
people on various aspects of the 
program And the concept. 
Thanks for th& idea ilmugh, 



SIREN SOFTWARE 



MASTER D[5G*"NEW* 

The only disk utility package you will ever need, 
ihis program really does it all. IMAGE - make 
backups of your disks (inc. funny for rrials etc) 
DIRECTORY EDITOR - unerase files, show 
hidden files, secures files etc. 
SPEED FORM ■ format your disks lightning fast, 
SECTOR EDITOR - complete sector editor, 
DEPROTECTOR - deproted a Basic program. 
DISK HEADER - display start, length, type, etcol 
files. 

TAPE HEADER - as for disk header, but for tape. 
TRANS FILE - translar individual files from disk to 
tape or disk to disk. 

DISK MAP ■ shows how files are stored on disk. 
TYPESTYLE - d?sp'ay on screen or prinler any 
ASCII file. 

DUMFRLE - dismay Hex "ASCEi formal for contents 
of a liie, 

DISK - speed up your disk drive by up to 20%. 
This disk does it all! 
On 464, 664,6128, Disk oniy £12,99, 



OVERSEAS PLEASE ADD CI. DO FOR POSTAGE AW PACK INC 

SIREN SOFTWARE 
TRAFFORDTECHNICALCENTRE 
43ELFINOREROAD 
MANCHESTER M1 SONG 
TEL 061 3489233 
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SIREN SOFTWARE 




We think it would be a good idea tf 
you had a 'dub F page in your 
magazine (well maybe not a page, 
but a section). We are a sort of 
dub, not the type that meets any- 
where, but we send out monthly 
newsletters to our mernbers The 
newsletter is fuU of reviews, news, 
quizes, competitions > etc We only 
bunched a couple of months ago, 
but we do have two members:! 

Our dub is called Cote (Club 
of Teenage Amstrad Gampulerists) 
and our newsletter. Contact &om 
Go&c is aimed at the lS-to-lG age 
group. To join we oak £1-35, tor 12 
monthly newsletters plus free pos- 
ters, demo programs, blank cass- 
ettes and t-shirE (if available). 
Coiul Hart Gregory Hart, 
Selena Ktap 
4ft Ddv si RtAfLr room 14 
WiHitead, London El 2 5EA 

OK, here gom widi a summary of 
similar leflms reosivod this month: 

Six issues of Amstrad Comput- 
ing Newsletter have been pub- 
tished (Mt£I) since September 198S, 
wtih no adverts other Aarr corn- 
ramie? offering ffiacounte. Sub- 
scribers can also join a round-rtJbm 
or tape (tree) or disk 0Op) and a 
pub&extenuh sottwans tibn&y 
(£125 far copying and postage). 
Contmct Chris Bryant, 11 Haven - 
¥tew Hoard, Seaton, Devon, ECIZ 
ZPF. 

h Norfolk, 'ordinary people 
from aS walks of Mf& with key- 
boards attac hed to their fingers' 
oan send a aeJf-addressed stamped 



envelop? to Amstrad User Group 
(Norfolk), 38 Coon Lane, Sutton, 
Stalham, Norfolk. 

And a body has been formed 
to help all user groups in Brnam 
and Europe 'by acting as a prm- 
sure group,, providing a Single 
vpsce fur Amstr&d users every- 
where', ft also administer* a 
discount-card scheme and pro 
duces a monthly newEtefter by and 
for nJBUai&d clubs. Amstrad 
Groups Federation, 4 Sutton 
Road, Gorton, Manchester MlB 
7PN. 

The following individuals 
would like pen-pah. We'd suggest 
sending an s.a.e r if you write. 
+Samon Dennis, 1 Quft Rise, Men - 
3fc»T. nr Wey, W Yorks, 1£2B ELU 
^Sephisi Pope. 14 Fafkmneld 
Ave, Hall Green, Eimiinghani BBS 
ONL (any dub m the Birmingham 
aim?} 

+D&vid Mukkxm, 36 Mans&efd 
Crescent Chapelim, nrStmthaven, 
I^narJhihim, ML1QGSB 
*Mark Cotsam, 45 Station Road, 
Ftenketh. Wainm-jron. Cheshire, 

WMsm 

PDan Roberts, 38 FcJton Loa r &d- 
ciip. Kenf^ DAM 6HA (has 464 with 
difiJc) 

^Robert SowboSm% 4 Parkgate 
Way, Shaw, Gkihanx OLE BfH 
(wants Qldham-Arm friends with 
464) 

^Robert Shepherd, 4 Trusfhoipe 
Road, Suiton-on-Sea, Lines, 
3LT(age 1% owns 46$) 
+S&rgio Vasqu&s, Rua General 
Sihm Freire 1&1-4B, 1900 Lisbon. 
Rtmgai (just bought a 6128). 
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Gargoyle's new look 

Gargoyle Games, famous for 
excellent arcade adventures, 
axe moving into arcade games 
with the launch, of a new label 
called Faster Than Light. The 
first three games on FTL are 



Light Force* Shockv/ay Eider 
and Samurai Dawn, which alt 
feature a new technique they 
call 'Lasermation'. Don't know 
what the games look or play like 
yet but I can 1 1 wail . 




Dix ditties on disque 

Bui yd with Impossibie Mission? 
Then get Arnold playing Mis- 
sion Impossible instead - or the 
theme tune, al any rate. Van- 
guard Leisure. (he people 
behind the Maestro amplifier 
featured in this month's music 
special, have just produced a 
cotlecl ion of ten digitized tunes 
for your CPC and Ml is one of 
Ihem. 

Though originally intended 
10 promote the* Maestro, these 
pieces can also be played 
(rather less impressively) 
through Arnold's built-in 
i; p c-a kc r . The y 1 r c ce ! ] ecu ve ly 
entitled Easy Listening* and inc- 
lude nol only TV and film 
themes but also works from 
such noted tuneuters as Queen. 
Bach and Abba. 

You can get the nines on 
two separate cassettes of five 
ditties each, or the full ten on 
one disks The cassettes cost 
£8. SO each while the disk 
will sot you back £14. 95. 



Page the Oracle 
with a CPC -Fax 

It you wanted yoitf Arnold lo 
pick up roleiexi Ccefax and 
Oracle, in other words - ihen up 
until now you'd have needed lo 
shell oui CMS for Voles * TTX 
teletext adaptor, as reviewed in 
the April issue of AA. rlampsh- 
;ry f i s in Microtext have just 
Changed all that with a new 
adaptor (no snappy name, ]ust 
the Microiext teletext adaptor] 
priced at 4 meagre £€9.95. 

There is a slight snag, 
though, to keep ihe cose of the 
unit dOWti, Microtek have left 
out the tuning circuits a teletext 
adaptor normally needs. Instead 
their adaptor uses .i pre- 
processed signal from a video- 
recorder, This is clever sHuff 
and very cost-efficient if you've 
got a video, but no use to you at 
all if you haven't (unless you're 
lucky enough lo have a TV with 
a "Video Out* socket, lhat is). 

Cot aH thai? Those of you 
with a video (01 well-endowed 
telly) can reach Microtext on 
(0705) G9S694. If you're video- 
legs on the other hand, 
There's always Volex 
on (061) 736 6322. 



Football's back! 

Gremlin's latest project is called 
Footballer of the Year. It puts 
you m the role of a professional 
footballer trying to make tU8 
way snto Ihebigdme, You appa- 
rently (start the game aged 17. 
playing for a fourth-division 
team, with £S00 m cash. LG goal 
cards (whatever they are) and 
an awfoJ lot of ambition, Among 
the game's features, say Grem- 
lin, are transfers, career iccord 
cards. League* EtJFA, FA and 
Milk Cup games And the 
icoibi-Ji-r-of-thc * year award 
ceremony. No price available 
yet - but with Bob doing the 
reviews a football game will be 
hard to miss . 



14 AMSTRAD ACTION OCTOBER 1936 &<*ik*to*j ****** 




far the CPC 
despite summer lull 



Over the last month we've been 
hearing some ugly 
rumours about falling sales, of 
CPC games. Some software 
houses say they've been very 
disappointed with the AmsTtad 
market over the summer and 
put the blame on a shortage of 
CPCs. 

Summer is always a slack 
lime for software houses, with 
the longer days and better 
weather luring people away 
from their computers. But the 
houses concerned think there's 
more to it. The problem, they 
claim, is that there aren't 
enough new CPCs available so 
that the market isn'l growing as 
M should. 

There's even been specul- 
ation that Amstrad have actually 
stopped production of CPCe 
altogether and are phasing the 
range out. One major house told 
AA they thought Anistrad might 
be yt&rving the market of CFCs 
prior to flooding it with Spec 
sunup. So is the CPC games 
market in trouble? 

MH:>lc>:l:otiit:"r; Alan Sharon 
thinks not. It's all-systems-go on 
Am sir ad game?/ he told us. 
'We've got two new CPC utlcs 



coming out next month, and 
loads more in the courfce of 
conversion. " 

Herbert Wright of Firebird 
is similarly confident: "We're 
very pleased with the way our 
Cudgel games have done, and 
optimistic about the new full- 
price titles we're bringing Out.' 
Activision also have a large 
number of new Amstrad Titles 
coming oul between snow and 
Christmas, and foci confident 
lhat CPC games will continue lo 
sell well. 

As for the machines them- 
selves being in short supply, a 
straw poll of chain stores across 
the country found that they all 
had 6128s in stock, and all but 
one wore confident of gelling 
further stocks if they were lo 
sell oul. 

It certainly doesn't look as if 
Amsirad have stopped produc- 
ing CPCs. Amsirad themselves 
said 'Amslrad-branded games 
machines 1 (CPCs, that is) Cont- 
inue to sell will, and we have no 
current plans lo interrupt that 
success/ That, we must hope, 
settles that - but those rumours 
did have us worried for a mo- 
nicnf there. 



AMSCENE 



All go of 
Ariolosoft 




Until now Ariotasoft hasn '< been 
too prominent on the Amstrad 
scene^ but that looks sal to 
change wtfi tpno new Eabela and 
a tost of iteew games lor the 
autumiu The two new iabels are 
Reiktor . intended for arcade or 
action games, and 39 Steps, in- 
lended for strategy or adven- 
ture titles. First out on 39 Steps 
is Ui&y Stole a Milken. Further 
up the pipeline are Tujari, 
Cam&ltst Warriors ajrid E&pu-Jcri. 

The- fitM tide out ort die 
Keektor label *s called 
Zte£c&Yafors and we've already 
seen a pre-production copy of 
it. The gams is ses m a building 
eqtiipp&d with very high secur- 
ity systems - which unfortunate- 
ly can 1 ! cope with a good old- 
fashioned bomb, Even more un- 
fortunately a bunch ol terrorists 
have discovered the weakness 
and scattered bombs every- 
where, reprogra-tnroed the 
robot gmrds to kill on sight and 
polled crucial circuit boards out 
of me computer., 

There are five levels to die 
gams, each, representing an 
area of the building, and of 
course they get progressively 
harder. Each level is sptit into 
rooms, two of which are viewed 
at a liine in the main screen 
window- Below tius is a panel 
shewing the map of th.e level, an 
icon menu and any object being 
carried. 

2 now Mm sfrad mags 
win Haves from A A 

This month Amstiad Actionem. 
bring you exclusive news of two 
new Arustrad-based magazines; 
8000 Plus caters for PCWB256 
and 85 12 owners, and PC Plus 
supports the new Amstrad 
PCI513 IBM-compatible. 

We didn't have to go very 
fax to find gut about them, 
because they're being pro- 
duced right here in the Old 
Bam. 

The first issue of &QOQ Plus 
.-.:.] - on sa^e at the Personal 
Computer World Show on Sep- 
tember 3rd at Oiympia in Lon- 
-;: goes mto newsa£j<efi& 

an tjte lllh. ft includes a large 
psidfl for software buyers, 
which reviews over SO pack- 
ages irorrt Brainstorm io Barman< 



o 




plus tons of into io help you get 
the best out of CP/M and 

[nsidd 8000 Plus you 11 find 
the first issue of PC Plus, a new 
friendly user's guide for the 
Amstrad PC 15 12 r though most of 
the contents will be useful io any 
PC-compatible owner, It will re- 
flect the market changes that 
This budget compatible will 
bring - with plenty of review* of 
new low-cosi software and lots 
of hints and dps for the first-June 
user. 

PC-PLUS will go independ- 
ent of 8000 Plus in the very near 
future. And both magazines, like 
Amstrad Action, are independ- 
ent of Amstrad. The first issue of 
&QQQ Plus, with PC Plus free 
inside it will cost £L25 - not 
bad for two hot new magazines. 



The laslc is to control a 
group of droicU in the building 
to get rid of all the bombs Th&f 
have to throw them out of an e*it 
door in one of the room*. There 
are complications: the robot 
guards kill on contact, circuit 
boards have to be placed in (he 
computer io allow . access to 
some bombs, and you have to 
throw things between rooms 
and between droids to get thfcm 

Out. '":*.' MM 

Later levels get bigger and 
more complicated and intro- 
duce nasty surprises like rooms 
turned upside-down and 
sideways, All. this combined 
with a constant panic against the 
clock makes a very original and 
addictive game. Look for a full 
review next month . 

They Stole a Million also, 
igcka like a very original game 
to test your wits- Your task is to 
choose a. suitable place to bur- 
gle^ hand-pick your team of un- 
deiwoxld experte, plan the blag 
with . trie help of tbe building 
blueprints and then actually 
carry jE out. The pre-produorion 
version we've seen shows frenv 
endow promise with nice use of 
window menus, plenty of 
humour md lots of thought and 
pianrurtg recniired. 

Tujad. Carneiof Warriors 
, and S&pulcii were also still 
I being worked on when dtay 
j were shown to im r but all look to 
have something different io 
! offer. The moat intriguing, 
Cameiot Watrnors, is being pro 
! duced by Spanish authors. ft 
pruts you in a dream sequence 
; where reality and fantasy mix in 
a weird combination; you have 
to get out of the dream by find- 
ing the objects, from the real 
world. 

All the garner will cost £8,9$ 
on cassette and £14.95 on disk. 
The release dates aren't definite 
yet 3 but keep your eyes peek 
for the reviews. 



Master Ironic offers 
its first hardware 

A new joystick is about to hit the 
market, the first bit of hardware 
to come from Mastertronic P who 
have won several AA raves for 
budget software. Called the 
Magnum, it 19 fully compatible 
with the Amstrad. It will be in 
the shops the end of September 
priced at £12 5Q< 

The joystick is basod on 
electronic mjcroswitches rather 
than conventional leaf-spring 
mechanical switches, giving in- 
stant response, Mastertronic 
clajm_ it has a superlight trigger 
and a hill six feet of cable. Ad- 
vanced er genomic design 
should preserve both either 
left- or right-handers from 
fatigue. 
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Mar tech mania 

Martech id another software 
house with big plans for the 
autumn First up on th& list is 
W.A.ft., which the press release 
s/iys is r. 'v+ery ^st, gmooth- 
scrolimg, addictive gjioot-em- 
up, with a clever under lying 
strategy . We H have to wait for 
the review copy lo find out Jor 
ouisoivc-s, It wil. cost tti.SS o:l 
cassette and £12.93 on disk. 

Uchi-Ma ra is yet another 
martial-arts game, but this time 
baaed on judo, According lo 
Martech it has 'some of the best 



animation sequences ever seen 
an a homo microcomputer', has 
one- or two-player options and 
lias the powerful support of 
Brian Jacks as technical consult- 
ant. Pricetag will be £9.9J5 on 
cassette and £13 JS on disk. 

Cosmic Shock Ateori?er is 
another interesting project de- 
scribed aa a l fast"n 'furious 3D 
shoot-etn-'upt down, left, right 
and any other way possible. 1 
Hmrnm? It eiarfi a founh- 
divtaion superhero 1 battling to 
save the universe. You'll be 
able to join him for £8,95 on 
casseite and £13.95 on disc, 

further ahead, Catch 



23 will feature iota! environ- 
ment representation ' and Ron- 
ald "Bed Time for Bon so" 



Reagan's Star Wars program 
will star in SDI. Two f nghtening 
possibilities, to say the leasi. 



Doom Plus 

The disk version of Doors pf 
Doom has arrived and - surpr- 
ise r surprise - it's called Doors 
of Doom t . It has rhrce delight 
ful scenery backgrounds,, in- 
cluding the one from the cass- 
ette. One of trie three is packed 
randomly when you atari each 
new game, so you'll quickly get 



to know them all. The excellent 
screen- design facility is thare 
also. Although the garneplay is 
uncomplicated the superb 
graphics and compulsivcncssr 
make this a worthy addition to 
disk software. Il costs £13,95 
from Am&oft. 
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Mail orde 

Etectnc^ms Software 
23 PoiiitSt^Hampstud Lond 

Araifabie for: >) 

Commodjjre^ Cssa** 

Cjjp»Ajff 64 Disk 

Spectrum 48K128K' + 
AmstradCPC Cassette 
Amstrad CPC Disk 



(£9.99) 
(£14.99) 
(£9.99) 

f£9.99> 

(£14.99) 
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MUSIC SPECIAL 




WIRED FOR 




SOUND 




Computer musician MARK JENKINS investigates the musical possibilities of 
Arnold, and introduces this seven-page Music SpeciaL. 



Ardent game players will already have some idea of the 
musical possibilities of Arnold, Games such as Monty on the 
Run, Knight Games, Ghosts ft 'Goblins and many others make 
good use of Arnold's sound chips and indicate ibar, with the 
light software, Arnold could be a musician in his own right- 
Later on we will look at how the Midi system allows you to 
control professional synthesisers with your micro p but don't 
forget thai Arnold's sound chip is a small synthesiser in its own 
right, and many oi the music-oriented packages available need 
nothing more than, software and an ear for a tune to let you 
make music. 

Back in July Andy Wilton looked at two products, Minstr&i 
from Euna Computers (£14.95 cassette, £19.93 disk} and Music 
Box from The Electric Studio (19. &5 cassette, £16,35 disk) His 
conclusion was that Music Box was well laid out but 'looks puny 
and overpriced compared to Raifibird's Music System*. Later in 
this Music Special Andy looks at the £29,95 disk-only Advanced 
Music System, which can be upgraded from rtie basic Music 
Syvtem for £14 (from cassette) or £10 (from disk). 

Much more basic is Music Master from Vanguard Leisure, 
licensed from Datasync. Vanguard are the people who 
launched the Maestro: a hardware package offering a small 
stereo amplifier, headphones, two 3-inch speakers and a music 
demo cassette which lakes full advantage of the AmsLrads 
stereo sound output Both packages are covered in depth later. 

Another package which will provide endless hours of fun is 
Amdrmri, available through Boots and manufactured by 
Cheetah Marketing. Andruin is the only one of these packages 
to go beyond the comparatively limited potential of the 
Amstrad's own sound chips, Again , see the full review in the 
next few pages. 



THE DEVELOPMENT OF MIDI n 

Why have microcomputers become so popular among pro- 
cessional musicians? Simply because in the last few years 
musical instruments have become more and more like com- 
puters anyway - so using a micro such as an Amstrad is no 
longer an intimidating prospect for musicians as diverse as The 
Human League, Blancmange, Marillion and Dire Straits. It was 
inevitable that professional synthesisers eventually would be 
linked up to micros. 

We're talking about the latest stage of the synthesiser 
revolution, which started around 1968 when Robert Moog 
developed the voltage-controlled oscillator , and which took a 
massive leap in the late 1970s with the addition of micropro- 
cessor control. 

The early synthesisers - played by pioneers such as Walter 
Carlos and Keith Emerson - had two mam problems: only one 
note could be played at a tune, and each new sound involved 
setting scores of knobs m positions which could not easily be 
reproduced. Later micro processor-controlled synths such as 
the Sequential Circuits Prophet S and the Roland Jupiter 8 were 
fully polyphonic (capable of remembering large numbers of 
sounds defined by the user), so only a few problems remained. 

Even m the '70s, synthesisers from different manufacturers 
were still incompatible with each other. So if you wanted to 
experiment a little - controlling many instruments from remote 



keyboards, note recorders (otherwise kno*mi as 'sequencers") 
or other instmmertts - you were out of luck. But wihen Dave Scott 
of Sequential Circuits experienced problems in getting his 
PolysieqiiencGT design to control the Prophet 5 synth, he came 
up with a proposal for a Universal Synthesiser Interface (USI). 

Taking the USI proposals 10 Japanese manufacturers such as 
Roland and Yamaha resulted in a much expanded format known 
as MIDI, the Musical Instrumenl Digital Interface, which is now 
almost universally used on home computer interfaces, syn- 
thesisers, drum machines, sequencers and even guitars. 

Midi is a binary language similar to RS232 and other 
computer standards r It uses a serial interface which manifests 
itself as a five-pin DIN plug of which three pins are used for 
earth r live and return loop. Midi In or Out sockets (or both! will 
be found on aL mstiuments, and a Midi Through socket (simply 
passing on the input signal) is an opUon, Although some micros 
now have built-in Midi, most need a small interface to convert 
their cartridge or user-port transmission* to the Midi hardware 
standard. 

The 128 note values available through Midi are made io 
correspond to a range of ten and a half octaves on a piano 
keyboard, which is more than enough for conventional compo- 
sition- You can also send vibrato, wow, pilch-bend and other 
modulation levels through Midi. Codes are transmitted at 
regular intervals ro synchronise drum machines, sequencers 
and other units which play notes at a set tempo, so your micro 
can easily lock on to drum sounds or to other music computers. 

WHAT MIDI CAN DO ^OfMT: >mTWir *fl 

The most obvious thing Midi can do is store and replay notes 
entered *rom a synthesiser. This makes it possible to compose 
very lengthy pieces and play them back on several instruments 
simultaneously using suitable compositional software, such as 
EMR'b Midiirack P&rformer, reviewed later. With many key- 
boards now capable of "sampling 1 or recording real sounds as 
well as synthesj^ing new ones, the days of the conventional 
studio using multi-track tape machines could be numbered. 

Micros can also siore sounds defined on synths but 
transferred via Midi lo the micro's disk drive. And they can 
help to create new sounds by giving a colourful graphic display 
of all a synth's functions. Some software packages, such as DX~ 
Droid for the Yamaha DX7 synth (not available on Arnold, I'm 
afraid! } f will even create new sounds for you at random! 

Back at a more reasonable level, experimenting with Midi 
requires an Arnold „ a Midi interface and suitable software - and 
oE course a Midi -standard music keyboard. One of the best lo 
start off wiih is Casio's CZ401> which for around £240 offers 
eight-note chords or four different single notes played simulta- 
neously, It comes with miniature ksys but is an ideal beginners' 
instrument. 

Nowadays you can pay around £000 for a Midi sequencer 
such as Roland's MCSOO* but a micro such as the Amstrad can 
perform all the same functions with a much more informative 
display for just the cost of a Midi interface and software. The 
only difference is... we have yfet to see an Amstrad being used 
on stage! 
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MJDITRACK PERFORMER 

EMR (0702) 335741, £129,83 eass & disk 




U you wish to use the Midi sysT&rr on your CPC machine, EMR's 
Mltiiirack Performer is really the only option at the moment. 
This is a software package that comes with a Midi interface 
which leta you control synths such as The Cas-o CZ-101. The 
Casio is a very powerful compositional tool, and Pe former lakes 
full advantage of all the expression available via the Midi 
interface, 

The one package contains both cassette and disk- based 
versions, so running on any CPC model, It also comes with the 
interface itself, which plugs into Arnold's expansion port. This 
box contains the Midi sockets, and can. also control she cheaper 
Korg or Roland non-Midi drum machines, which you can pick 
up secc nd-hand lor around £130. You wilt be able to use 
Performer only to synchronise these H but they could function as 
a cheap second instrument to your main Midi keyboard. 

There's only one main display from which the whole 
package is controlled. This screen is fairly packed, but having it 
aU there in front of you would certainly help m a live perfor- 
mance. On the right of the screen are the Save, Load, Delete, 
Filename. Clear, Text . Arrange and Time Correct functions. 
The last of these refers to Performer's ability to clean up a 
sloppy performance* on the synth keyboard to a variable 
degree. 

In the centre of the display are Metronome. Count-In (so 



cursor keys again. This slows you up a little it would have 
been, nice to have used the keyboard to enter Tempo value, for 
example. Some ol the icons are a little obscure too: a little man 
on a podium standing for Tempo, a picture of a metronome for 
Clock. A little confusing, but on the whole Performer is pretty 
easy to use. 

On the left of the display are the compositional functions to 
select which of the eight available 1 racks you're dealing with; to 
play or mute each I rack; to assign a Midi channel; to loop I racks 
or allow Tiiem to play just once; to filter out velocity recording 
(which can waste a tot of memory); to transpose Ihe pitch of a 
track; and to arrange a chain of up to 64 patterns: for compo- 
sitions around 20 minutes long, 

Total capacity of the package is around 3,000 notes, though 
the actual capacity depends on the amount of information you 
require with each note. It will deal with eight or more poly- 
phonic synthesisers and drum machines. Performer is limited to 
eight I racks in theory, instead of the full 16 charjtels catered for 
by the Midi standard. This is presumably because of the 
limitations imposed by the speed Of the Amstrad's processor 
and memory, but the package does allow you to merge two or 
more tracks into one, so your composition can contain up to 29 
separate tracks, though you would not be able to edit all of them 
separately. 

A more serious problem was that the review package 
would hang up if you tried to load a file mat didn't exist. This 
could be frustrating if. for example, you had created a file 
called SONG1, and tried to call up SONG 1 by mis (alee. It simply 
means that you have to be careful when calling up tiles! 

But will it ever replace a real recording studio? That 
depends on whether you're willing to buy a mixer and effects 
units to deal with all the synthesisers, and whether you're 
prepared to go without vocals, giular and other conventions) 
instruments. The best solution is probably to buy a cheap Eoux~ 
track cassette machine and use one track for a click to 
synchronise Performer, three for vocals, guitars etc* and have 
all the drums, and synths running L hve' onto your master tape. ■ 




you know when recording is about to start), Clock, Tempo, 
Number of Plays, Time Signature and Start Bar (so you can 
begin recording at any bar of a composition) Record, Play and 
other important functions are selected using a command 
window at the bottom of the screen, and you can adjust the 
tempo using the cursor keys or a joystick. 

The functions are first selected wim the cursor keys, 
activated with the spacebar and then altered in value using the 



GOOD NEWS 

^Relatively easy ,u u -- e 
^Camplne control over j$ many 
synths you tin ahfara. 
P- Good value compared to Midi 
systems for other micros. 
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BAD MEWS 
P- Error-trapping not perfect- 
* Scr«n display obscure la the 
beginner. 
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Maestro 

Vanquaxd Leisure (07 12} 617665, all CPCs 




The Ma&sfro is designed to improve the sound quality of youx 464 r 664 
or 6I3B, by taking the Stereo output front Arnold and amplifying it into 
two good-quality speakers or a pair of personal h&adphortee. 

Maestro cDmns wiell-packed in an expanded polystyrene pack, 
with a full-colour sleeve giving installation details. It consiste of a small 
groy amplifier box, two metal-grilled speakers, a pair of headphones, 
connecting leads and a demonstration software cassetta. 

The amplifier has independent volume connote for each channel 
and a push switch \o control speaker or headphone output. Loads are 
attached lo ihc h&dk of the box for power input and output, and signal 
input from the micro. There are also two DIN-type speaker sockets 
which take the plugs from Hie speakers. The amplifier ±s wi*]l~made t 
only being let down by the rather flimsy mpuritog of tite volume 
controls the knobs wobble when you turn them. 

The speakers themselves are solidly mounted in plastic ci^r-s, 
each provided with a metal bxack^t which acts as a stand, The 
leakers can be tilted in these cradles to provide a degree of 
directional adjustment The drive unite are dual-cone, which means 
that the bass and treble fr^qu^ndes are reproduced by different pans 
of (he same speaker. Hot quite as good as having separate speakers 
tor each range 4 bur better than the single-con* type. Overall ft*ey are 
very similar to the type of speaker provided with imar stereo 
systems. 

The headphones, which are like those supplied with personal 
stereo cassette players, are comfortable and very light to wear. They 
plug itilo the front of the amplifier hox with a short lead. The length of 
tfiis lead and the input lead from the Amstrad restricts where you can 
put the amplifier so that it's only really possible to pul it c£ose to Hie 
micro's case. 

I^tioniog of the speakers is quite important, as hey shouldn't be 
too far apart if you want a good stereo 'image 1 . Don't pul them too 
dose to the monitor or TV", though, as the strong magnets can distort 

I 



the screen image. For the same reason, it's not a good idea to pul 
them too close to a disk or disk drive. The speakers are supplied with 
screws to attach their brackets to the wall, and this is probably a good 
way to mount them. 

The quality of sound that Amatrad micros can produce is very 
good, and this is well reflected in the standard of output from the 
Maesiro. The sound is dear and clean, wifh little distortion, While EOt 
up to hi-fi sjandardfi il is subjectively vBry good, and makes the old 
CPC sound lite a different machine. The demo cassette provides a 
couple of good examples, in stereo. The Amstrad s stereo output is 
divided into three channels, one for left, one for right and the third 
split halfway between tha two, so appearing in the oentre. 

1 tried several cassettes, mduding Winter Games \*Mch came out 
well, and the library of tunes provided with Rairibird's Music SysTerrr. 
The Music System puts the background rhythms on one side, rather 
than in (he centre, which gives a strange effect, but it's still heaps 
better than (he mono output of Arnold on has own. 

When you're mt playing anything through the Miestm ftiera is a 
fair amount of background hum. TOs is more noticeable through the 
headphones, but under normal circumstances it's not enough to be 
annoying, 



a very 
and as the 



EXCELLENT VALUE *T**«U M WT l^l 

The Maestro represents excellent value for money, it's 
attractive peripheral for any Amstrad CPC 
advertising blurb says, it 'works with ALL add-ons 1 . 

All, that is, except the Amdnmi. This is rather a 
though, as the Amdrum expects to be connected into your M-fi and is 
Glted with an RCA phono plug which isn't directly compatible with the 
stereo jack on the Maestro* input lead. But it 3houldn fc l be hard to 
Gobble together a connecting lead if you want to use this setup The 
/imdrwra's output is only in mono, 

fri all other respects, I can thoroughly recommend the Maestro ■ 



1 



Connect! rig the Afererfro 

Thfe is fairly straSghlfon^ordT although Maestro doesn't draw much current, 
,vou erd up win quins o few extro to thii e,*tra load won't affect your 
leacts ipi-awtlhg across your desk, A/ntfrad. 

Swfreh off all p&ww ft> your You next plug each erf to 
micro, ond etecmnest the power Ifrw speaker* No the sodkete ett the bad* 
from tm mdrtftor to tie keyboard On of rhe ompM*^ md the Jwdphone* 
he 664 or 61 2S #** b fhe five-volt into the socket an the (rant A vmt 
lead going to the micro, rather than sreneo todt pfcjg. correct* the 
#ft 12-vorr a*m*a from it - «me- 'stereo' avtrArt from the CPC and 
Ifrig ixH made deaj In -he lnilti|^ you'^ t?woy No p e moart Atitigd 
fens. This lead COtmecti to a flying have been made k> the frfcro, ond 
teket from ihe Jifcmto, and a you ecu disconnect (he amplifier 
Mot lead from Ihe ampifW plugs ogdr wheneyer ytw Uke, The 
hio f» bodfi o* the mtero. Youre Moe^Ao fe switd^d on and dff mih 
iAtcrtve^y breakhg *he A/tatrod (he power swltdl on the Amstrad 
Ind fri fm middle, » rhe Moesrro monitor, 
tn lake in power from it The 




GOOD NEWS 

^Improves the sawH qimEm/ trf all 
Amstrad proyrains 

Gocd-qualrPp 1 amplifier, speaks and 
hearifihoiK nil included. 
^- Doesn't require eirtra pov*t supply. 
^ Good value fw menev 



BAD NEWS 

► Certain amavrt Ot ba*qi oiiiid noise 
whin nor sn use. 
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Am drum 

Cheetah (0222) 777337, £34.95 

7 




U you to listened to many modern rock bands youH know the rhythms 
genataied using electronic drum kits. Until recently these boxes of 
Hides started at several hundred pounds - ottfy small change for a 
promising band, but a lot foi someone starting out. 

Stand-alone drum boxes come with digitally recorded dmm 
sounds which you can program in many varied rhythm patterns to 
back the most complex of songs. While a micro is ideally suited to 
handling rhythm patterns, meet imcro-baded drum machines have 
been hampered by the quality of their sound chips. These aren't 
capable of reproducing arouse instruments accurately enough for 
serious use. 

Amdrum gete around this reaction by ignoring the Airatrad 3 
sound chip and using its own circuitry to produce the drum effects. 
This is acconiplifilied with a small plug-in unii which connects to the 
oxpansion bus on tlie back of a CPC The mono sound output is taken 
from a flying 3rad attached to the side of this unit, and fitted with a 
phono plug intended tor connection to the auxiliary input of a hi-fi 
amplifim- 

This means the Amdrum can't be used on its own, since you can't 
he.u its output without a separate amplifier The Amdrum is intended 
Cot use with other electronic instruments though, so it's reasonable to 
expocl this kind of equipment to be on hand, But it's a shame thai no 
through connector is provided on the Amdrum for connecting other 
peripherals which use Arr.old's GxpanaiorL bus. 

Once linked up, you have to load the Amdrum software and a set 
of drum sound data before you can use the unit. The software and 
drum sounds are provided on cassette, and instructions are provided 
for dransfemng these to disk, 

A so: of predefined rhythms are also provided, but these are not 
so easily shifted to disk Since they're meant to demonstrate the 
Amdnuria capabilities, it's odd Cheetah should expect you Bo use 
(hem from cassette when everytfung else might be on disk. This ks 
particularly wend as the Amdrum software can't load anything from 
cassette when a's loaded from disk itself. If you don't manage to 
transfer the demo rhy-hms, you have to run the whole shebang trom 
cassette when you use them. 



1 



Ttic 'diumkit' provided wuh the Amdrum consists of eight 
sounds: bass drum, snare, mkJ and low tomtoms, cowbell* open and 
closed hihats and daps. Each sound is very dose to iE& Acoustic 
original, although some still Itave an electronic overtone. This, if 
anything, adds lo the overall effect, gwing the whole kit a 'modern 1 
sound. 

When you do run the demo rhythms, you can hear that the 
Amdmm is capable of some very oampSex and profo^^oirial^undirig 
patterns. The dumo covers rode, reggae, iatin, march several 
other music styles, and can be urad m the basis of cwnptei* songs oi 
edited to produce the effects you warn. You can also crease your own 
rhythms from scratch, of course. 

The software allows you to create new rhythm elements and to 
link these together Elements can be repeated in any order you like 
and loop around to repeal complete sequences, which Amdrum 
refers to as sorx^. Songs can be saved to disk or cassette, and 
reloaded later for replay oi edit. 

Individual rhythm elements can be made up by exilenrug numbers 
on a chart displayed on screen, or by tapping out a rhythm in real 
-ran. In reaJ tune yg-i: can Mid or fffcfell MSf oi Ale drum sounds while 
l^teiung to ihe beats already kid dotro E you use [lie display two ban 
are shown on either side of the current one, which helps line up 
repeating beats. A sound is added to any beat by pressing its 
corresponding number key. and you can hfrre up to three sounds on 
a beat 



B Rlrram Hit/Ms : * 
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up to a 'song' 

you're constfucting en Afrtdnxn 
pottc-m w icng* hen icro*^ 
you first define ihe number of devisors 
per beo* f w«di depefyJs on Ihe 
complexity of Ihe rtxaf rtiylhrft 

Arttdrvn by* dofwti a pattern of 



.: . ■ ° , .. ' - 

Ihe current pattern Whcf* 
tappy o poMw it COrt be i 
te fnemory and ygt* «jv 
next, 

Orw you how defied ofi the 
patterns you need you cofl &nk 1 



ffrgfe dosed Miat beats fc> ad m a 
reference for ywr rhythm* They con 
be dele-ted later If you don't wttrtf 
Thtrn in Itw finished tf* ■ 

You odd sounds Id a pattern by 
lopping fie Cortfeo* tofcy reci time 
or by oddlfig sounds k> & dkpkty of 



tocjfher to fortYi O cgmp^tB 

for ffe^wwj Hew dsfwd 
terns J, 2, 3,4 and 5, you* i 
50^*9 pottwn wfcgfit be lp 2, 3/ 

ftpeat the complete sequence^ 
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fi F & a pity you can I see the cursor following the beats as your 
rhythm is played back, as this would help debugging. But the facilities 
that are provided give a lot of sophistication, and are similar to those 
on a Roland drum machine [ used once, which coal over £300. 

The Andjum can be used for some quite serious work, but as it 
doesn't suppon midi :t cant be used for triggering other instruments, 
fi does have a synchronisation feature however, which can lay down 
the pattern for each sound separately cm a mult-track recorder You 
can then treat each sound individual? and add extra effects such as 
reverberation 

The manual is well Md out, bud* a bit brief and very gmal (AT). I 
suppose it saves on staples, though! 

Supplied tor review with the AndnMi were two rnmmim offering 
different drum sounds, one electronic and the other Latin-AmencarL 
Both are good, offering a wide selection of sounds for particular kinds 
of music. 

The dramkit editor, provided on each niflft, allows you to 
combine sounds from more than one kit, rralcng up new selections, 
Sounds can be .saved l>ackwards, which means they play backwards, 
although you can't play them through ihe editor - reverse play i£ all 
tut can be achieved with mdividual sounds, It would be hatidy bo be 
able to treat the sounds digitally through a separate sound editor too. 

ON THE BEAT C»1T^* iaW^^KAiaS 

The Amdfum is 4t very reasonably priced alternative to purpose- 
made drum boxes. You've got to ham an Amstrad micro loo of 
course, so the cost of (hat should be addod in a direct comparison. fi's 
a unit which is really of more micros* to someone who dot^s qu:te a bit 
with etecteoinic sound or music rather than the casual explorer, and 
offers a lot for the home Tnusjc-mater, 

Being largely software-based there is a lot of scope lor extensions 
to the system, It should be possible to create the data needed for an 
Amdium sound either from scratch with a sound designer, or perhaps 
by capturing it with a microphone and feeding it in Irem cassette. You 
would then have sound-capture tadlitieB approacJung those of the 
Eibfed Fakbghi keyboard, ■ 



II II U N NEWS 


BAD NEWS 


► Htglvqun irty, digitiJfy reenreted drum 


* Small thin manual. 


mint 


► Nttis lep^ftrta flfnp*ilkf 10 Iw 


I* Great scope lor eipansjrm . 


sounds. 


^ Offers jimiieH tec il rries to did Brad 




dnm bosifi posting ten mote as mudi 






Vangn^! Leisure 6II663. casv dL^k 




This is the software package marketed to go with the Maestro 
amplifier and speaker system. It comes or. cassette or disk and loads 
without difficulty- Unfortunately h once loaded ytyu start to wonder 
whether it's worth the £16 asked for it. 

The screen shows three octaves of keyboard, and when you 
press a key you can hear the oorTesponding note. The keyboard can 
be transposed up and down to cover a ML eight octaves and you can 
select aj^y of sk voices for the notes. The sue function keys f4 to © gave 
you rather poorly enveloped percussion sounds, A foreground track 
can be laid over one or two background tracks. 

All this sounds rather good, unM you realise that it s all Music 
Master can do! You can only lay down notes in real time, and when 
you've laid down & backing track (which has to be the nghl length and 
in perfect tempo) you must then play the £c<xjmpajtiittent and melody 
line without stopping. Vd be interested to hear of anyone other than a 
trained musician who can do this without error. 

E you do succeed m creating a tune, yon can save it to cassette or 
disk and reload and replay it later. There are no facilities to edit the 
piece, 

So sophisticated is Music Master that Vanguard doesn't seem to 
think it needs a manual, printing brief instrucUons rnstcad on thy back 
of the box, They cental some odd English, suggesting that DitaSyrtc, 
the people who wrote the program, are from abroad. A pity someone 
srt Vanguard couldn't have edited it through 




Verdict 

When you consider that Raanbird's Mime System, with which the 
Mwc Master is comparable m price, offers a scrolling manuscript 
display where you can enter music note by note, as well aa a 
keyboard and syndheaiatr module to create as many voices as you 
want, you might feel, as I do, that Music Masnir is vastLy ovcr-pricod. ■ 



GOOD ^ E w s 


B A D H EWS 


1 Stents to w&tk &s injniBd 


* h never inte**l$d In dc modi 
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THE flDVANCI 

Rainbird 

Alt CFCs t £29+93 disk only 




Back in our March issue Pete Connor reviewed The Music 
System from Rambird, and he ILked it a lot. It was certainly way 
ahead of the competition as the time, and none of the music 
packages since have really done anything - to change (his. Wot 
content with merely having the best music product on the 
market, Raiabird have brought out a new improved version Eor 
disk users. They call it The Advanced Music System, and I'd say 
that 'advanced' is the word for it. 

Rainbird have added two new modules lo She original 
system: as well as the music editing and playback section, the 
advanced package has printout and file-linking modules. These 
beef the systeir. up a. great deal, and that's no mean feat 
considering how thorough it was to start with, 



USING THE SYSTEM J 

You'll notice the extra features as soon as you start using the 
package. After the loading screen you face a new control 
screen, with icons meaning link, edit/playback and printout. To 
stari with, the linker is highlighted. You can move the highlight 
to either of the other modules by hitting the space bar, or select 
the highlighted module by hitting enter/ re turn, This is the 
system used throughout the package for selecting icons, so 
owners of the original system will immediately feel at home. 

The first thing you'll want to do is create your piece of 
music. For chis you'll need to select the edit/playback module, 
This is essentially the same as the system reviewed in March, 
but it's worth a quick look at it again. 

EDITING AND PLAYBACK <5# ".ttJPtft-.itfVAV 

The edit/playback screen is dominated by the Voice Monitor 
Window, pi VMW. There are three voices - three separate 

pans to your harmony - but you can edit only one at a time. You 
can scroll through the score for each voice, adding and deleting 
notes as you see fit The use of a scrolling window makes 
editing very easy indeed: it is one of the system's strengths that 
its competitors would do weU to emulate, 

Editing op lions include just about every feature a piece of 
music can have: dynamics, accents, accidentals or whatever. 
These are all easily accessible from pull-down menus, and 
there are quicker key combinations you can use once you're 
more experienced. You can set the system to insert barlines 
automatically, or you can put them in by hand :f you have a taste 
for irregular time signatures. The only serious omission is 
triplets, but that 's not exactly crippling 

Recording was a unique feature of the original system, and 
is still something quite unusual these days, Irt recording mode T 
pan of Arnold's keyboard behaves like a piano, By hitting 
different keys you can play tunes, either recording them or just 
practising, Recordmg a piece of music doesn't just store it for 
playback it actually writes your tune onto the stave for 
subsequent editing or printout. 

Once you've written or recorded your tune, you'll want to 
play it back. Here there is a really nice option: you can set your 
score to scroll through the VMW, a note at a time, as the system 
plays it. Unlike in edit mode, aU three voices are displayed at 
once, It's an impressive and entertaining feature, and a great 
way lo track down that elusive wrong note. 

What's really nice about the playback system is the way it 
behaves like normal music. Accidentals affect subsequent notes 
in the bar, for example, and the first note of each bar is 



accented. This sort of thing adds to my impression that the 
package really can offer something to serious musicians h as well 
as the enthusiastic amateurs most packages cater for* 



HARDCOPY X P r.UtEHklSEPV«r 

The separate printout module is well thought out, and will 
prove invaluable to musicians everywhere. It can print up to six 
voices on one stave, displaying dynamics and even allowing 
you to add a line ot lyrics or additional directions, 
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The ability to handle six different voices is very impressive, 
but it does cause the odd oompiicaiiqn. After all, the editor can 
only handle three voices and music files only contain three 
voices. To get a six- voice tune then, you have to edit and play it 
as two three-voice tunes. You can then switch to the printout 
module, load the two separate music files you've created and 
then print all six voices out. 

Adding lyrics is very straightforward - just type them in 
underneath each bar. You can use only one line, though, and 
some users may find they need to save this for additional, non- 
Music System directions like legate qt andante. The lyrics come 
out in a small, rather poorly defined typeface but are perfectly 
readable. It's a shame they couldn't be slightly more Legible 
though - of a quality to match the notes - since the system ha? 
obvious uses in music teaching. 

The module can drive a wide range of dot-maiii* printers, 
and can cope with continuous or single-sheet paper over 80 or 
132 columns. It can split bars at the edge of the page or wrap 
them onto the next line, cut out individual voices or even clefs, 
and string separate files together for printing lengthy works. 



UNKING £P£ r *M*m* m*M W 

The need for that last printout option stems from the main 
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shortcoming of the original system: the small amount of 
available for your rune. There h e room for a maximum of 1000 
notes in memory, and thai has lo be shared between the three 
separate voices. 

To write? longer works than this limit would otherwise 
allow, you have to use the advanced system's new tinker 
module This allows you to ioad in up lo 13 music files at a time, 
with an upper limit of over 0000 notes total. 

Having Loaded the files you can then build them up into a 
playing sequence - a list of files to be played. You can repeat 
movements or entire pieces, so that the sequence itself involve a 
many more than 6000 notes. You can have up to 99 separate 
entries in the sequence, and that will be more than enough for 
most purposes. The whole sequence can be saved to disk, 
loaded in later and played as a concert ar simply as one 
enormous composition. 



VERDICT JH^ MK^. tfWW * 

The main section of the system looks every bit as good now as it 
did si* months ago. The linker goes some considerable way 
toward solving its space problems and as such is a welcome 
feature of the advanced system. 

Bui it's the hard-copy facility thai really earns that extra £10- 
The addition of the printer module gives the system a whole 
range of uses it didn't have open lo if before, You can now 
record a piece on the keyboard, edit it in the VMW and dump il 
to youi printer as a finished score without once having to pick 
up a pencil. 

If you want to arrange a piece for an ensemble and then 
print each instrument's part separately, the system can do this 
quite easily. Choral arrangements would need n jitile more 
work to cope with differences in the lyrics of separate parts, but 
the system would still be an enormous advantage. 

The printout module makes the Advanced Music System a 
useful musical tool, as well as the entertaining and easy-to-use 
program the original system was, 



GOOD NEWS 

► Music edit record -'playback 
system is slill ihe best on the 
market by seme why 

► Primes module is enarmausly 

P- Linker nets round a I at of these 
space problems. 

► Comes with <wc gcujd, clear 
manuals, 

► Vary reasonable price, 

cons i daring what il can do for you. 



BAD MEWS 

* Worth Ihe eitraflO only if 
you'ue gol a dot -main a printer. 




E.IY1.U. (Electronic Music Utility) 

Discovery, all CPCs, £14,95 cass, £19,95 disk 

" 7- 





3* 



Due for release cjirly in Oc:obei tfua Discovery package could 
be the first to give TJig Music System a run for its money. It isn't 
just a simple music program by any means - it could come in 
very handy as a utility for anyone wanting to add music to their 
own programs. But let's take a look at the editing and playback 
side of things first, 



MAKING MUSIC Wl^fmj 

EMU is a menu-driven program; to choosy an option, you have 
to move a highlight up and down or from side to side in a list of 
choicer hitting the enter or return key when you*ve found the 
one you want, This is ,i deliberate departure from the more 
fashionable icon system, and does avoid those annoying 'guess 
what this symbol moans' problems, I don't think il really makes 
much difference in the long run, but it does make things a little 
easier when you're learning to use the system. 

Selecting Music' from thd main menu gives you the main 
editing screen, with a new sub-menu running across the top of 
it-. Sub-menu options include edit, record and play, 'Edit 1 give$ 
you direct access to the scores for the different voices. All three 
ot thes£ are visible at oncr>, so it's easy to create decent 
harmonies without too much voice-switching. 

This is probably just as well, because there is a slight 
problem with voices witching on the EMU: infuriatingly, it 
returns you to the start of the piece every tune you move from 
one voice to another. This is a shame, because ihe editing is 
otherwise very nice indeed. Using the numeric keypad as an 
extended cursor pad you can rapidly select ihe pilch and length 
of note or rest you want, and la ci lines for deleting and inserting 
are the best I've yet seen on a music package. 

If all that musical notation seems a little daunting , there's a 
very effective Music System-style 'Record' option using the lop 
two rows o£ the micro' s keyboard as your piano, Once you've 
recorded your music onto the stave, you can bring all that 
lovely editing power to bear on it - and that's a strong 
combination. 



USING THE MUSIC W £ I 

When it comes to doing things with the music you've created, 
EMU may not be able to print the stuff out but it does have 
another trick up its sleeve. By selecting the option 'Save-RSX' 
from Ihe tape/disk sub-menu, you can create a 'stand-alone' file. 
This m a machine-code routine which you can use with your own 
Basic programs, quite independently of EMU itself. 

All you need to do lo use such a tile is write a simple piece 
of Basic into your program - about five lines, all told Run these 
10 set [he system up, and you can then use (he bar command 
| PLAY to play a particular piece of music. 

The music will keep going while you do other things with 
Arnold, so you could use it quite easily for adding music to 
Basic games. The only thing it won t play through is a tape load 
or Scive, and that's hardly likely to spoil the package lor you. It*a 
an easy system to use, and vastly less effort than writing your 
own music routines. As ior space, the demo tic of the Radetsky 
March took up 6K - not bad for a substantial piece of music plus 
the system to play it. 

VERDICT ^**7m Y*+^MmZl*TL^t*LlW I 

As a straight music-composing program, EMU would come 
second onJy to The MusicSysmm lor performance and value for 
moriey. It lacks the scrolling display and overall simplicity of 
R&inbird's offering, but you can see all three voices at once and 
there's that slick insertion and deletion too. 

01 course, EMU isn't just a composing program. It's also a 
great way to add music to your own Basic programs, and that's 
something The Music System can 1 ! do for you, If you're £ 
musician you might well prefer TM$> but if you're a bit of a 
programmer then EMtTs got to be well worth a look. 



GOOD NEWS 


HAD NEWS 


► Doubles as comp^iny system 


Can get a bit camp lei in places. 


anil programming i j ^ 1 1 ■ i v 


P- Dots n't nave TM S" s lovely 


^ Good rncording and editing of 


scrolling display. 


music. 




You can sw all Three voices at 
1 unci, 




1 + Can add music to pur Basic 




1 games. 




1 * Very reasonable price. 
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In Part Four of this 
series Matt Nicholson looks at how 
you use CP/M to create files and move files around 
within Arnold, Part Four also says goodbye to the PCW 
and; like Ihe rest of Amstrad ActiQn f concentrates on 
CPC models exclusively. But never fear p all you Joyce 
owners, because there is a whole new magazine out 
devoted totally to you. 

So far iii this aeries we have looked at plenty of ways of 
examining the state of your Arnold. Parts One and Two looked 
at the DIRectory command, for finding out all there is to know 
about the contents of your disks: while Part Three looked at 
STATua. DEVICE and SHOW, for finding out all about the stale 
of Arnold himself. What we have not done is used GF/M to 
create filers or move files around within Arnold. This is where 
the PIP command comee Ln. 

The letters 'PIP 1 stand lor 'Peripheral Interchange 
Program 1 , and the name tells us quite a lot about the command 
itself. First of all the word 'program'. PIP is a self-contained 
program within the CP/M environment, and is to be found as the 
rile PIP.COM on your CP/M 2.2 or CP/M PLUS system disk, Boot 
up CP/M, using the back-up copy we created using D1SCKIT2 or 
3 in Part Three of this series, and not (he original system disk. 
No winter PIP on the A- prompt and you will be presented with 
this on screen: 



A>pip 
CP/M 3 



PEP VBESICOT 3. 0 



The first line simply tells you that you what version ol the PIP 
program you have run, and is not present if you are using CP/M 
2.3. The is the PIP program's prompt, in the same way that 
'AW 1 is CP/M 1 5 prompt. To get oui of the PIP program just hit 
Return, and the A-prompt reappears. 

The remainder of the program's title, 'Peripheral biter- 
change', tails ua what PIP does; it is a program tox moving files 
from one peripheral to another. These peripherals include the 
disk drive, or drives if you have a second connected; arid also 
include the keyboard, toe screen, the printer and serial 
interface - if you have one that ia* 

The basic format for a PIP command is straightforward, 
though at first sight illogical as it requires the destination first, 
and then the source. If yon are running CP/M PLUS, try entering 
PIP CON:=A:PROF£LE.ENG on the A-prompt. Your screen 
should look something like this: 



A>pip con: —a : prof i le. eng 
set keys keys . ccp 
language 3 



A> 



Before yon reel back in horror at the result r let's look at what we 
have asked Arnold to do. First of all we have called up the PIP 
program by typing 'PIP'. We have then asked the program to 
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transfer the file 'PROFILE .ENG 1 on 
disk A to the destination CON:. Looking 
back at Part Three of this series reveals that 
CON: stands for console , meaning Arnold s screen. So what 
we see in the last two lines on the screen is the contents of the 
file called PROFILE. EN G\ At this stage in the series the 
contents of the file are probably totally meaningless, but don't 
worry abont that now? 

If you are running CP/M 2,2 you won't have a file called 
PROFILE rENC On your system disk, however you can get a 
similar result by entering PIP CO N; ~ JL;LO C 02 -SUB , which 
displays on serpen the contents of the file LOO 02. SUB. It may 
seem strange lo have to put the destination first in PIP com- 
mands , but if you think of this command as 'setting (the console) 
to equal (the contents of file L0G02.SUB) 1 it makes a bit more 
sense r 

CREATING YOUR OWN FILE 

What wc have? done here is to ask for the contents o£ a file to be 
displayed on screen, However w<? could do this ihe other way 
round, and send the input from the Console to become the 
contents of a Me. This may not make much sense until you 
realise that the 'console' means the keyboard as well as the 
screen to CP/M. So, try entering PIP AiMYFILE- CON: al the 
A-piompt. What this does is 'set the file called MYFILE to equal 
the input from the keyboard 1 . After you hit Return the cursor 
moves to the star! of the next line, waiting for your input. Type 
Hello, followed by Control Z (hold she Control key down and 
hit the key). "Control Z 1 is a special character that means 'this 
is the end of the file'. The disk drive should whirr for a second, 
and then the A-prompt xeappears. 

At the A-prompt enter DIR to list the files stored on the 
disk. If you look carefully at the list you will see a file called 
MYFILE, which is the file you have juat created. You can 
Examine the contents of this file by entering PIP 
CON; A: MYFILE, in the same way as we did above. The 
word 'Hello 1 appears on screen which, as we know, is the 
contents of the file caJted MYFILE. 

So, we have created a file called MYFILE which contains the 
word Hello'; we have created it using FIF^ and examined its 
contcnta using PIP. What else can we do with it? Using PIP we 
can transfer it wherever wi? want. Again looking back at Part 
Three of this series, we see that LST: is the printer. If you have a 
printer connected to your Arnold, iry entering PIP 
LST:=JURHTILE. Out ol your printer should come the word 
Hello 1 , as you have just asked for the content* qf the file called 
MYFILE to be sent to the printer, If you were to try this without a 
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primer connected the words LPT not ready - Retry* Ignore or 
Canuel?wHl scroll across the bottom of your screen. Hit 'G 1 tp 
cancel this instruction and the error message disappears to be 
replaced by the A-piompt. 

COPYING FROM DISK TO DISK 

One of the most important applications of the PIP program is the 
copying ot files from one disk to another. The ability to copy 
files from disk to disk means that you can create disks with just 
the files you need for any given task. It also means you can 
optimise on disk space, and keep back-up files of important 
data in case anything goes wrong, For this reason the PIP 
command is probably the one you will find yourself using most 
often.. 

If you are one of those people fortunate enough to own a 
second disk drive, copying fiies from one disk to another is 
easy. First of all you will need a freshly formatted disk, created 
using DISCKIT2 if you arc running CP/M 2.2, or D15CKIT3 if you 
have CP/M PLUS Pui your fresh disk in the second disk drive, 
and your back-up copy of she CP/M system disk the one 
containing your newly created MYFILE - into the built-in disk 
drive. CP/M calls the built-in drive 'Drive A\ and the second 
drtve Drive B 1 : ao to copy MYFILE from drive A to drive 8 you 
enter PIP B: = A:M YFILE on the A-prompL In fact PIP 
B: -MYFILE would have done just as well, as CP/M assumes 
[hat MYFILE is on drive A unless you tell it otherwise, as A is the 
Active Drive, 

Both drives will whirr for a short time, leaving you with the 
A-prompt on screen. Now enter Dffi B: at the A-prompl, to give 
you a directory of she disk in drive B. The screen mil simply 
display the name MYFILE as being the only file on drive B, Yoa 
can enter PIP C ON: - B; MYFILE to prove to yourself that this 
file doe 5 indeed contain the word Hello' + Now enter DIH by 
itself, to get a list of The files on the disk in drive A. Once again 
you will see the file MYFILE listed there: and you have 
succeeded in making a back-up of the file you created earlier. 

But what about us? I hear aU you single disk drive owners 
ask. If you axe running CP/M PLUS then you aro OK, because 
CP/M PLUS has a trick up its sleeve for preiending that your 
built-in drive is actually two seperate drives - drive A and 
drive B. If you reset your machine (by pressing the Shift p 
Control and Esc keys at the same time) and re-boot CP/M PLUS, 
you w;ll notice the words Drive is A: down at the bottom right- 
hand comer of the screen, Now enter B: at the A-prompl. 
Arnold will let out a Utile beep and scroll the message Please 
put the disc for B: into the drive then press amy key across the 
bottom of the screen. Put a clean, formatted disk into the drive 




and press any key. just as the message asks, Arnold whirrs for a 
moment, and then displays B> in place of the usual A>> Note the 
bottom right-hand corner of the screen it now reads Drive is 



USING THE PIP COMMAND 



The Peripheral Interchange 
Program, contained in the file 
PDP.COM on your CP/M system 
disk, is used for copying files 
£rom one disk to another, or to 
and from peripheral devices. 
The basic format la: 

PIF Destination K Source 

or 

PIP 

^Dastmatton - Source 

If ihe destination and source are 
d;sk ii)e$ they should be speci- 
fied Ddve^Ueaame,IUetype K 
where the Drive is either A or B. 
Th« Drive toner can be oniiited 
if the file is on the active drive, 
Thtr wild cards ? and * can be 
tised as required, and the hie- 
name and type of the destination 
can be omitted altogether if you 



don't wish to change the name 
of the file you are copying So 
B: - A:*.* copies all the files on 
drive A to drive B, 

Either the destination or the 
soured of the PIP command can 
be peripheral devices, so the 
following, cam be used as 
required: 

CON: As th* donation means 
the screen; as (he soujee means 
the keyboard, 

LOT: Can only be uafid aa the 
destination, when it results m 
the source being directed to (he 
primer; 

TTY: As itit* destination means 
the source wilt be output 
through the serial port: as 
source means the destination 
will take mfcrrnatior. from the 
serial port. 



So CP/M PLUS owners can pretend chey have a seoond disk 
drive, even though they only have one though it can involve a 
considerable amount of disk-swrappirig, CP/M PLUS is fairly 
intelligent when it comes to keeping track of which disk is 
which h *nd always prompts you in this manner when you have 
to change disks: but it can be fooled. 11 you were to put in the B 
disk when it was asking for disk A it would blindly continue - 
Arnold trusts you to remember which disk is which, 

So, to copy MYFILE onto a new disk wlft a single-drive 
CP/M PLUS system h proceed as though you had two disk drives 
but foUow the on-screen prompt? to wht>n io chAiitj* disks. I 
am afraid that CP/M 2.2 does not have this flexibility; you can 
only use PIP to copy yes from one disk to another if you actually 
have two disk drives connected. One more reason for using 
CP/M PLUS rather than the older CP/M 2,2! 

LOSING A DAY'S WORK 

Having created a file, examined it and copied it onto another 
disk, let's round off by learning how to delete it! This is done 
very simply using the ERAse command. As you might imagine 
this command is to all intents and purposes irreversible, unless 
you own a suitable Disk Doctor-type program, so care is 
needed in its use. We qan get rid of our little MYFILE quite 
easily, by entering ERA MYFILE at the A-prompL but a safer 
way of doing this in CP/M PLUS is to enter ERJt MYFILE [C], 
which requires the file ERASE.COM on your system disk- This 
asks for confirmation first, before committing the final act. 
Simply hit the 1 Y 1 key and your file is gone forever. 

Next month we will ]gok further at the use of the PIP 
command, before looking at some ol the other programs 
supplied on your CP/M disks so sec you then. ■ 
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Absolute 
Beginners 

Andy Wilton's crash course in Basic rhis month 
moves on to expressions and tests out 
Arnold's arithmetic 



PART6 



In case you hadn't realised, we've come quite a long way from 
where we started in Absolute Beginners Part 1 . You should now 
know how to write simple programs to put text and graphics on 
the screen, and how to save yourself effort by making Arnold 
perform bits of your program repeatedly. 

You'll also have had a first look at what variables are. and 
what they car. do for youi programs. We'll be taking this quite a 
bit fur die r this month, 11 things seem to get a bit complicated p 
just remember what variables are - they're letters or words 
used to stand in for numbers. 

EXPRESSIONS 

Many coitutiands in Basic are controlled by opermds- numbers 
that come after the commands themselves, describing precisely 
how Arnold should perform the tasks the commands tell him to, 

Let's take a closer look at operands lor a moment. We've 
already seen over the last couple of months thai we can use 
variables as operands. That's because, as we've already seen, 
variables are words that stand in for numbers. The line 
k a=60:b-120:PLOT a.b 1 means the same as PLOT 80,120' 
because h a a stands in for the number 80 and "b 1 stands in for the 
number 120h It doesn't end there though, 

Horciumber how we used PRINT last time to display the 
values of variables? Type this program in, and RUN it: 



10 a SO 
20 PRINT a 
30 PRINT a +18 
40 b 40: PH INT a 
50 PRINT a i b-10 



You should get a list of numbers running down the screen. The 
first of these comes from 'PRINT a" in line 20. The number is 50, 
because that's the value of V + The second number, 60. comes 
from 'PRINT at 10' in line 30- Since a* has a value of S0 S 'a - 10' 
has the value 60 and that's what the PRINT command displays. 

The other two numbers speak for themselves. Satisfy 
yourself thai you understand why Arnold prints those values, 
and then type this next program in - not forgetting to NEW the 
previous one first, 
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10 a- 9Srb 140 

30 DMW ajb t £0,1 
40DRAWa-30,b ! 80,1 
SO DRAW a J 5# t b,I 
SO DRAW 401,1 



As you can see when you RUN it* the program draws a 
rectangle, The variables V and *h* determine where the 
rectangle goes on the screen, so you can put it somewhere else 
just by substituting in a new line. Try that now - just type m "10 
a-4I0;b = 10' or similar - and you'll see thai the whole 
rectangle is drawn somewhere else altogether, but it's still the 
same shape as before. 

Wo ve seen variables do this sort of thing before, allowing 
us to change the effect of a program in some way without having 
to alter every line of it. Notice how all the MOVE and DRAW 
coordinates depend on the values of a' and B b\ It's quite okay 
to use things like 'a + 50' as the operand of a command: Arnold 
just looks up the value of V. adds SO to it, and uses the answer 
as an operand in the normal way. 

Where you've got something like "a ■ SO' or "a + b-iO*, we 
call it an Arithmetical expression* or just expression for shorl- 
You've already met expressions in the square-dragging 
program from last month's Absolute Beginners: il you've got the 
September AA to hand, you can go back and take a look at it. 

A BIT OF ARITHMETIC 

If you'd always thought computer programming was all about 
maths, don't worry - it isn't. A little bit of simple arithmetic can 
come in handy, though, It's hardly fnghieiung stuff. We've 
already seen adding and subtracting in the expressions above, 
and they're really very easy. 

Multiplying and dividing are almost as simple, but there is a 
slight snag. Take a look at Arnold's keyboard. You should find 
the plus and equals signs easily enough, and you can soon 
figure out which one the minus aign is - but where are the 
multiply and divide signs? 
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Well 1 they are there, but they just don 1 ! look the way you 
might expect them 10. Instead of *• 1 for multiply, you use * 
(you must hold down <shift>) and instead of aj r' you use 7" 



Type this program iru and 



(same key as the question mark), 
RUN it: 

10 a = 20:b = 4:c « S 

20 PRINT * 'Multiplication" 

m PRINT a+b 

« PRINT »*c 

50 PRINT ■"Division" 

60 PRINT a/b 

ID PRINT a/c 



The nice bit about ail this is that Arnold does all (he work. He's 
got a sort of built-in calculator to do your number-crunching for 
you. so all you've got to do is tell him ihe sum you want him to 
work out. 

MORE ON VARIABLES 

The whole point of a variable is That you can vary it ■ change its 
value, in other words. To do ihis, you use an astfigriinen?, like 
a -40" or d 971". So far, this is die only kind of assignment 
we 1 ve seen : variable nam e number, 

In Jact, assignments can be rather more powerful Instead of 
a number after the ' - 1 you can use a variable or expression. 
Try this program out^ 

I0a-W 

20 b -ft 

30 PRINT b 

«c-b- 20 
50 PRINT C 

The assignment in line 10 sets the value of %* to 90, The 
assignment in lino 20 makes the value of b p the same as that of 
*a p - 90; in other words - so that's ihe value lhat gets primed out 
by line 30. Line 40 works m a similar way, making c" equal to 
the value of "b" plus 20. You can see that il h s worked from the 
value printed by line SO, 

That's all very weU> but the ne#t bit lakes assignments a 
whole lot further. Type this in and RUN it: 

lOa-SS 

20 PRINT a k 
30 a a 10 
40 PRINT a 
50a- 4 4-10 
60 PRINT a 

The assignments in lines 30 and 80 are a bil different from what 
we've seen before. The new value that each of these assign- 
ment gives 'a 1 depends on the value of k a' up to that point. As 
you can see from the numbers printed out by the program, 'a' 
has a different value at each of lines 20, -10 and 6D. Even though 
the assignments in Lines 30 and 30 are identical, they don't give 
a" the same value. 

Each of ihe 'a -a i 10' assignments increases fc a* by 10, This 
is not a proper equation in ordinary maths, but Basic takes 
* 10' to mean take the current value of *a\ add 10 to ii md 
make that the new value el 'a\ This idea of using the old value of 
a variable to make irs new value can come in very handy 
indeed. 

LOOPS AGAIN 

Lei me show you a program that uses this idea. Type it in and 
RUN it. and see what it does: 

10 a 1 

20 FOR 1 to 20 
JO a a*2 
40 PRINT a 
SO NEXT b 



The numbers it prints out are powers of 2, Line 30 doubles the 
value of 'a' each time, and line 40 puts the new value on screen. 
We don't actually use the loop variable 'b' in this process. It's 
just there to make sure Arnold runs through the FOR-NEXT loop 
the right number or times. 

Even if you're crazy about numbers, that laar program 
probably didn't get you too escited. Well, let's see if we can't 
do something a bit more interesting. Try this listing out: 

10 FORa-l to 50 
20 CLS: MOVE JM-a^OO-a 
10 DRAW 320 a t 200-a T l 
40 DRAW 320 a t 300 + t»l 
50 DRAW 3Z0-*,2TO ■ a,l 
60 DRAW 320-a , 2004, 1 
TO NEXT a 

It s a modified version of the square-dragging program from 
last tune - yes, that old one again only this time the square 
stays in (ho middle of the screen, starting as a poini of light and 
gradually growing larger. You could use the STEP command to 
make H grow faster, the way we did last time Try modifying the 
program to read like this: 

Sa-l:b^2 

10 FOR I TO 10 

13a-a*b 

20 GLSiMOVT 220 200- a 
30 DRAW 320 \ a + 200-a p l 
40 DRAW 320 i a f 20O \ a»l 
S0DRAW320*a»20O aj 
60 DRAW 320^200^,1 
10 NEXT c 

Now you'll find the square grows faster and faster, as if you're 
flying towards it. So what's changed? 

The variable 'a' controls ihe size of the square. In the 
original program a F was the loop variable, so it increased by a 
fixed amount each time In the modified program, on the other 
hand, V doubles each time. Thai's what the L a = a*b' in line IS 
does. It's the same technique we used in the 'powers of 2* 
program you typed in earlier on, only here the var:nfale 'b' ia 
used instead of 2, It works the same way though, because line 5 
set ihe value of 'b* equal lo 2, 

The only problem with this modified program is thai it's a 
bil last. If we want to slow it down, we're going to have to 
reduce b' a lm)e. Try changing line 5 lo "5 a - l b = 1.5" - just 
use a full stop for the decimal point. 

Now edit line 10 so that fit* loop repeats a few mot* times: 
H 10 FOR c 1 TO 20' is about right, but the precise number isn't 
too important. To slow the program down still further, jusi set 
1 b p to some even smaller number - but keep it greater than 1 - 
rind alter the loop count in line 10. 



SUMMARY 

In AB Part I we saw thai many 
commands have numb© is which 
control them: these numbers 
arc called operands lr. the 3ast 
two instalment we saw how 
variables - letters or words 
whtch represent numbers - can 
serve as operands This time, 
we've seen that an operand can 
in fad be an arithmetical ex- 
pression tike "a - 10' or 
'c- d - 33\ 

You can perform all ihe 
normal Arithmetical operations, 
but some ol them use unfamiliar 



symbols. White a" plus 10 is just 
"a - 10' and V minus 10 is 'a* 10', 
k a' times 10 and 'a' divided by 
10 are 'a* 10" and l a/10' 
respectively. 

Expressions aren'r just us*> 
(u. as operands. They can also 
be used in assignments - the 
commands which assign value* 
lo vAnabtefi. Things like 'a-b H 
or □ 43*b' are line You car, 
take this even further w.lh assig- 
nments like J a~a-10\ which 
increases fc a" by 10, and "a~ a*2* 
which doubles 'a 1 . 



in ihe q rl-ct 
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WE NEED YOU! 

A new mag from the Old Barn means big changes to Serious Software - 

we need your help! 



This month see s the launch of a new magazine from the Old 
Bam - called 8000 PLUS. The new title is devoted totally to 
owners of the PCW 8256 and 851 2 } which means that we on 
JSA can devote all our pages to the CPC range: the 464, 664 
and GI 

Although the PCW became the star of Serious Software, this 
does not mean that Amatrad Action becomes purely a games 
mag. Serious Software will still cover what business packages 
come out for the CPC models, but can devote more space lo 
other aspects of home computing such as programming, type- 
ms p hints and tips, comms, graphics and music our sov€n« 
page special this month. 

We would like your help with Serious Software: after all it's 
your mag, Send us your Type-ins We are looking for quality 
listings that show elegant use of Basic or even machine code. 
Wo will print then 1 , if ihoy aro worth Typing in. Usq the form on 
page 64 and remember r we pay for what we print. 

Having problems with Basic? Can't get your printer to 



print? Worried about Wordstar? Then wnie to Problem Attic ? 
Antstrad Action at the Old Barn. We will print your problems 
and if we can't answer them ourselves then maybe one of our 
multitude of readers can - and if they can't they might like to 
read the reply. But please don't ask us for solutions to games. If 
we printed those it might spoil the game for others, and there 
might not be room in AA for anything else!: 

Send us your hints and tips. If you've found any neat tricks 
to use m Basic, Wordstar. Graphic Adventure Creator r Quill. 
dBasel], or machine code - or just want lo show off - then send 
your tips lo Hot Tips, Amstrad Action, at the Old Barn, 

And if you are using your CPC to control your train set, run 
your business, play in a rock and roll band, or anything else 
that you might like to tell us about; the address is A Day in the 
Life, AjTiBtr&d Action, at the same address. Tell us whei you 
are up to in anything from five to 500 words, and we wilt let the 
cat out of the bag. Please include your phone number too, so 
that we can contact you should we need more details, 

CPC owners, this mag's now totally for you! 



[SERIOUS SOFTWARE TOP TEN 

The chart created by AA readers 



t, 

2, 
3. 
4. 
5. 
6. 
7. 
8. 
9. 
10. 



Last 

month %otvtfie& 



1 

5 
6 
7 
3 

4 
2 
9 



36.9% 
8,4% 
6. 8% 
6.5% 
6.3% 
6.3% 
6.1% 
4.4% 
3.2% 
2.5% 



GRAPHIC ADVENTURE CREATOR 

TRANSMAT 

LASER BASIC 

TASWORD 

AMX MOUSE 

MINI OFFICE 

EAS! AMSWORD 

MINI OFFICE 11 

THE QUILL 

ELECTRIC STUDIO LIGHTPEN 



Incentive 

Pride Utilities 

Ocean 

Tasword 

AMS 

Database 

Amsoft 

Database 

Gilsoft 

Electric Studio 



Graphic Advefirvre Creators still holding on to the number 
one position, arid has been there since die June issue, so 
you guys must be writing some pretty hot adventures! II 
you are. then let us know - we're always interested in what 
you're upto out there, 



Both Mini Office and Electnc Studio Ughtp&n make a re 
entry, and Laser 83$ic is doing wdl, but nothing is 
getting anywhere close to challenging GAG up at the 
top And .1 you're interested in word processing, then 
7as wor tfwould appear to have your vote. 
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Champagne Suite & 
Exhibition Centre 

NOVOTEL 
HAMMERSMITH 
LONDON W6 

Friday, October 3, I0am-6pm 
Saturday, October 4 t 10am~6pm 
Sunday* October 5, 10am-4pm 



★ 



Two whole floors of the Novotel, easily 
reached by tube, bus or car. 

All that's new from Amstrad and leading 
hardware and software suppliers. 

Unrepeatable bargains to be found right 
round the show. 

Free advice from the experts about all your 
computing problems. 

Non-stop demonstrations and videos in the 
Amstrad Theatre. 

Electronic mail in action - the world comes 
to your fingertips. 
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Confirmed bookings fmm: 














ftmftmJ Uttr CUb 


Mwra Stmptas 


Am« 


****** ^vMitv 




Mtri«au# Tad C* 


fSeum* Edu&airaui ^mm* 


^ii-aqt Mfiens Ctitilputa 






t**w Sefewf* 


Modem Houm 


CDS Seffc*f* 










QuCH 1 !*r7iWk>fkid 








PCS 






















Ft -- ■ — *- 

1 . ! ..X^ i. r. ■• ■. 








EG OrtphKf 








^ uruif FNA-titang 














ScfcutrtCiw 


Hendlfw Cofrarwnfctflort* 






Sunt* n# Book* 






Mciftdi Swto» 










Thtfa 




TrifCn 1 ^.-"- 1 ■ 










I ruwl Rim 


IWuw* FJptlrijro.-* 








Zunrioui 



Auoid t/ie 
queues/ 

Get your 
ticket in 
advance 
and, . . 




Advance ticket order 



| Aduft tickets at £2 f sava £1 ) „„. , , „„ , , £ 

| Under 16s tickets srt£l (save £1) ,~C 

TOTAL £ 

I Cheque enclosed too;? payable to 
Dwtafcwe Pubiatiow Lrd 

J Please deWt my credit curd account: 
Access i 



POST TO: Amstrad ^hw Tkkrt*, fcmrop* House. 
Ch.^u r R**dL Hatfcl Grove, St^ckpmt SK7 5 NY, 




Champagne Suite £ ExAibfttalt 
CcnrjTf^. Nova tel. Hammersmith. W6 

October 3-5. 1986 



NflWW 44 Mill 4*111 l44+tllM4-tlllli*hltJ<iMili 4 +■■«■■**■■ lain nil l- 

Address 



AdltlferiOfi at terror: 

£3 {klWJsJ, .£2 funcfer Ife) 



PHONE ORDERS: Show Hotline 061-454 SS35 
PHF-STEL ORDERSr K£V *M K THEN 
M1CROLXKK ORDERS. MAILBOX TCMAGQDl 

Piewe quote crerif ami number and _M address + Jfc/. **w 
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wmmgk Based on Judo, UCHI-maTa. is probably 
*5®s*fil the most advanced and challenging 
martial arts simulation to date, 

AH the skills W spiffs - without the bruises!!! 



Commodore IVH Ci wtw ft 9 95 

Disc £iG.9i 

Sprrrnjjn 1 2@ Cassette £8,95- 



Armtrad 464 664/6 m 
Cassette £9.*!i Diw £1 3 05 
mSX Cassette £9 




mcirlech 



ftVM\ one ul lift utiiry i -it itiriH 
iiircw incorporated »n ffve same 

Manet h lb- ihe required irddc mjjfc ol Snttwrirt: C^rminieations bmrted, 

Marfetfr House, Boy Terrace, PevenseY flay, East Sussex 6tE 

THADE ENQUIRIES WELCOME. PHONE: 0323 1 HIW: 8 MarttC G 



Binan lacks reeeiwd hrs. black ML 
lit Ddfi H wren pnty 1 5. He if now 
a 7th Dan, an elite wotld ^roup. 
lUvin'j wO« th£ Brrblti 
Championship eleven times, the 
Open Cnampionshp flue times, Hie 

lufopt-jn Cfidmpturwriipfgiir 
limes and an Olympic Medal,, be is 
one of the mcst kno^rtedgsaWe 
jnd foremost exponents of Judo 
rfn tfie world 



COMPATIBILITY 

All the games reviewed this 
month are compatible across 
the whole CPG tango. 



REVENGE FOR BEYOND 

Beyond have earned tbeir first Mastergame award j^M f^J^f m ^Vf M W 

with ihe truly epic game Doomdark's Revenge, This ' m m Wkr m 
amazing feat of prog ramming is the sequel to Lord* &f 
Midnight and features 6 r 000 locations, 48,000 
panoramic views, 128 very independent characters, 
128 objecls, a quest a war game - in fact there's so 

much there you'll need to set aside a week to start iJA^Tcn/^AiiJi' ' 

ploying % but first set aside a few minutes to read the MASTERGAME 

full facts on pages 42 and 43, Doomdark's Revenge (Beyond) „ .42 

There's a strong supporting cast of very different 

Raves that should appeal to many different fasten RAVES 

There's Powerphy, an excellent game featuring trivia Impossible Mission (US GoW).... . 36 

queshons in a whole new fermai and Ihere s a great Dan Dare (Vj |n) 38 

special offer an it as well; page 48 for the review and Powemlay (A/cana) 4S 

7S for the offer. Fourth Protocol H pother fascinating fmt%h protoco| ffl^ZZZZZZZM 
game, based on Frederick Forsyth $ book about intern* 

ational espionage and a plot to blow yp London: save ATurn a kmi^c* TrnT^n 

the world on page 48. OTHER GAMES TESTED 

impossible Mission has find My arrived and de- Mwmsid Mad ness (Electric Dreams) 30 

spite the delays is still o great game - check that aut Mission Omega (Wind Games) 38 

on page 36 - while Don Dare, the comic-book hero, is Rescue on FractalUS (Activision) „ .,,..40 

blasting out from Virgin on page 38, Johnny Reb II (LotWorieri) A5 

A great month for variety. If something here Nuclear Defence (Artisoft) 45 

doesn't suit you then nothing will. Desert FOX (US Gold). „„„ ..46 

Qabbalah (Amsoft)........... 51 

Stainless Steel Y <ro-Gen) 52 

International Rugby (Artie) 54 

Speed King (Mastertronic),,..,,, ,.,,..,...,,.,54 

International Karate (Endurance) 55 

TOP 20 AMSTRAD GAMES 

The chart created by AA readers 



No change to the top 
position, but Green Beret 
certainly seems to have 
won out over Commando 
and Who Dares Wins Mor 
valour in corr.bat. Ramtjo 
appears to be out of the 
running as far as you're 
concerned. 

Loads of new 
entries too, with votes 
going to Bounder, 
Ghosts'n'Gobhm, Kane, 
Harvey Headbanger, 
Kurtg Fu Master, Turbo 
Esprit and even ILL 

Remember that 
these charts are totally 
Independent because 
all the votes come from 
you. Use the voling form 
on page 72 to place your 
vote and watch the cha rt 
change! 



Thr* 




%ol votes 


Tito 


S&Hware fornix 


t 


1 


9.3% 


GET DEXTER 


PSS 


2. 


12 


8.9% 


GREEN BERET 


Imagine 


3. 


5 


7.2% 


BOMBJACK 


Elite 


4. 


4 


6.1% 


BATMAN 


Ocean 


5. 


2 


6.0% 


SPINDIZZY 


Electric Dreams 


6. 


3 


5.4% 


ELITE 


Firebird 


7. 




4,8% 


BOUNDER 


Gremlin 


8. 


6 


4.2% 


THE COVENANT 


PSS 


9. 


10 


3.7% 


HIGHWAY ENCOUNTER 


Vortex 


10. 




3.6% 


G HOST N 'GO B LI NS 


Elite 


11. 


2 


3.5% 


SORCERY PLUS 


Virgin/Amsoft 


12. 


9 


3.4% 


COMMANDO 


Elite 


13. 


20 


3.2% 


YIEARKUNG FU 


Imagine 


14. 




2.8% 


KANE 


Mastertronic 


15. 




2.8% 


HARVEY HEADBANGER 


Firebird 


16. 


13 


2.4% 


WHO DARES WINS 11 


Altigata 


17. 




2,2% 


KUNG FU MASTER 


U S Gold 


18. 




2.0% 


TURBO ESPRIT 


Durell 


19. 


18 


2.0% 


SPELLBOUND 


Mastertronic 


20. 




1.7% 


TLL 


Vortex 
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A host of plaudit b far Master trontc's Knight Tyme this 
month, and with Firebird's Harvey Headhanger getting 
mo« favourable comment and Thurst popping up, It's a 
good month for budget games. Meanwhile Ghost $ r n Gob* 
i£nt got most of the praise r&r the full -price brigade We've 
also get comments on Knight Games and Storm where it 
look* as if we'll have to agree to differ. 

If fen want to tell as or a software house how right or 
wrong we've got a game, then VoP in the place to do It* Send 
you comments on the hack of a postcard or stack-down 
envelope to: Voice of the People, Amstrad Action, The Old 
Barn, Som#rt&n r Somam#t, TA1I 5 AH. 



THRUST 
Firebird 
AA Rating 94% 

I have wailed four years for this 
game, ever since the Gravifar 
machine, of which Thrust is an 
unashamed clone, was taken 
away from my local arcade. A 
sad day. hut the wait has now 
been worth il. 

Th nisi has a few differences 
from the real thing, but the 
graphics, choice of keys and 
smooth scrolling make it every 
bit as good and as addictive. At 
fce.&5 you wouldn't be disap- 
pointed, but ac£L09 this is Mas- 
tergame material. 
Nell Robertson p Aheideert 



STORM 
Mastertronic 
AA Rating 84% 

Another magazine in a preview 
of this game stated 'even this 
preview was enough to thrill'. 
All I can say is the reviewer 
must be easily pleased. I found 
this program completely boring 
and definitely not up lo the stan- 
dard of the other current Mas- 
tertronic releases. 

Gififjry Hughtc, Cranlsigh 



GHOSTS N GOBLINS 

Elite 

AA Rating 86% 

This game has it all: good 
sound, great graphics and add* 
ictive gamepLay. My only moan 
is that after a while it can get 
frustrating. But it's still a great 
buy! 

Simon Doyle, Dingle 

This game is very good but it 
does 1kiv£ some flaws: no losing 
ot armour, no weapons, (features 
of the original arcade game - 
dep.ed). Worst of all is its bad 
structuring: yon can go a long 
way and then get killed and 
have to go all the way back, 
However, good graphics, sound 
and very addictive. 
Simon O'Connell, Sidcnp 

Elite have done it again, This 
game is fantastic and is taken 
straight from the arcade. Ff you 
don't own an Amstrad buy one 
now and make sure Ghost&'n 
Goblins is one of the tiisl games 
you buy- It is totally addictive 
and presents a real challenge to 
any gamester. It has great 
graphics, a fantastic tune and 
underneath this there's a great 
game. 

Richard Connelly, Crofton 

KNIGHT GAMES 
English Software 
AA Rating 72% 

This game is excellent. The 
graphics are the best [ have 
ever seen on the Arnold. The 
music is brilliant and the game* 
play is utterly amazing One 
niggle is that sections load sepa- 
lately. El id by far one of the best 
games made and will without a 
doubt win a Rave or Master- 
game. English Software have 
produced a winner E 
€ Morris, Swansea 



STAR5TRIKE II 

Realtime 
AA Rating 94% 

I can't say 1 was very impressed 
with this one. The graphics are 
good but are very slow, which 
put me off. It s not really fast 
enough [« btr a shwl-eni-up and 
there's no strategy involved. If 
you want prelty graphics buy it; 
if you want a good space game 
get Elite 

Richard Connelly, Ct often 

SOCCER '86 

loricfels 

AA Rating 61% 

The grace and artistry of Platini 
and hia colleagues is not 
needed here - it's more a ques- 
tion of pretending to be Wim- 
bledon and playing kick .ind- 
run. Graphics and sound are 
quite nice, hut it's far too easy if 
you're a clog ger. 
Kevin Lucy(?) h Worthing 

HARVEY 

HEADS ANGER 

Firebird 

AA Rating 91% 

A very simple idea but a very 
enjoyable and compulsive 
game. As a one-player game I'd 
imagine the novelty would 
eventually wear off, but if 
you've go( an opponent you 
could have unlimited fun with 
this at the incredible price of 
£1.99. 

Gerry Hughes, Cranlefgti 

The first surprise aboul this 
game was the loading music. 
The second was. how good it 
was. I didn't think it could be 
that good, but it was. The two 
player game is great fun arid the 
one-player game is pretty 
tough At £1.99 you've no 
excuse, so buy it? 
Simon Doyle* Dingle 

KNIGHT TYME 
Mastertronlc 
AA Rating 95% 

This budget arcade adventure 
from Mastertronic is superb. 
There's a lot of tough puzzling 
and a large area of planets to 
explore. The pleasant tune 
which plays throughout 
overcomes Ihe disappointing 
lack of sound effects The only 
bad point is the frustration Of 
getting a long way into the 
game, making one mistake* and 
having to start all over again, 

ThiF is more than made up 
for by the rewarding feeling 
alter working out a puzzle which 
you couldn't do before. All-in- 



all a tremendous budge I game 
which bests moil full-priced 
games easily, 
Mark Reynolds 

The Magic Knight series gets 
better with every game. Knight 
Tyme is, a great little arcade 
adventure that will provide 
hours of hin> although some of 
the earl y puzzles an fairly obvi- 
ous At £2. 00 this is a match for 
any full-priced game and if you 
don't buy it you must be MA D,! 
Gerry Hughes, CxanleJgh 

This is a very good game. It has 
good graphics and a good tune, 
the adventure element is very 
strong because of the many 
windows you can call up. There 
axe a lot of puzzles which will 
make it tough to crack. 
Craig Munro, Loanhtiad 

This has probably got to be one 
of the best budget games of all 
time. The graphics are really 
good and sound is used to good 
effect as well. The windunation 
system is a joy to use and the 
whole game is very easy lo get 
into. But the problems are not 
easy to solve and present a 
long- lasting challenge. I can say 
no more than that this game is 
brilliant and superb value for 
money. 

Ri child Connelly, Crofton 
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MERMAID MADNESS 

lltLtnu Dreams, f D.M t*ss. £14 B9 disk joystick only 



Graphically this game is very impressive 
indeed and stars one of the weirdest com- 
puter characters you could ever hope to 
encounter, namely Myrtle the Mermaid, 
She's ft ftOut-s willing, man-chasing, sea 
dwelling, 112-year-old mound of heaving 
flesh, intent on rescuing the unfortunate 
GoimJeas Cordon from a watery grave. 

The action starts with a very 
overweight, naked blonde chasing a diver 
off the end of a pier and diving into the 
water P and she sprouts a tail in the process. 
From there your task as the mermaid is to 
(kid the diver again and release him before 
his oxygen supply runs out. Finding him 
involves getting past many deadly sea 
creatures and solving some puzzles. 

You can swim around the delightful 
unde rwarer screens and also walk on an 
outcrop of land in the search. In the water 
the mermaid has a nicely animated swimm- 
ing action, while on land she looks like 
Cyril Smith breakdanemg. You're quite 
buoyant with all that blubber so you may 
bund control a little awkward, particularly 
when trying to squeeze past creatures ui 
tight oomcTs. 

The sea creatures appear on most 
screens wd vary bom sharks to jellyfish 
and sea-horses. They're all nicely drawn 



and like the scenery very colourful. Every 
time you bump into them the level of stout 
in a bottle goes down. It's fatal il it empties 
completely. Since you have only one life 
this is pretty serious* but there are replen- 
ishing bottles left tying around. Some 
animals will kill you instantly; you have to 
find these by trial and error and steer well 
clear of them. 



SECOND OPINION 

The controls on this one are so 
*7u mbe i son i e and so frustra tin g, you 
eouJtf ho forepven for giving up 
altogether* You wouldn't miss that 
much if you did either. The # W&f/y J 
games handled this kind oi puzzling 
much better, and (hoy look pretty tired 
now. Great graphics don't make up for 
weak gameplay 

AW 



one mistake proving fatal, it may take a 
little while to crack some. 

As you get closer to Gordon a heart- 
beat on screen gets faster but for the most 
pan there isn't much exploration to be 
done, just a lot of experimentation. 

The graphics are certainly the beat 
thing about the game. The gameplay is 
harmed by frustrating situations in which 
the mermaid gets stuck against a creature 
or dies instantly after a lot of hard work. 
However despite those reservations, it 
looks good, sounds good and will present 
an enjoyable challenge for a white. 

BW 



0 



H 



You can carry one object at a time and 
need to use it lo clear obstacles from your 
path or to solve problems. For instance it's 
fairly obvious what you do with dynamite 
but where should you use it and what do 
you need on a completely dark screen? 
The problems are fairly simple but with 



Very colourful graphics and good 
animation. 

A good dose of humour. 

& novel Melting and implementation of 
this kind of arcade adventure. 
w Should take a while to crack 
completely. 



* Controls can be very frustrating when 
encountering creatures, 

Not enough depth to the puzzles. 



r 



IMPOSSIBLE MISSION 

US Gulil bpYx. 19.9b t*n, 1 14.95 disk, joystick w fays 



m spare you the cliches about the late 
ar rival of the game; suffice it lo say that I'm 
relieved it's finally here, ly now many of 
you will know what the game is about, and 
the crucial question is whether its age has 
made its gameplay outdated. 

The mission isn't impossible but it's 
certainly one of the toughest you'll come 
across, involving not only some great joy- 
stick action hul demanding puzzles as well. 
IT& sei in an underground complex of 32 
rooms, connected by lift shafts and cor- 
ridors* Hidden in the 32 rooms Are 36 
password puzzle pieces that have to be 
collected and put together to form a nine- 
letter password. This password will enable 
you io prevent the destruction of the world 
-heavy, man! 



SECOND OPINION 

This one ought to he dated, but it isn 7 
- it's just good stuff. There are an awful 
lot of 'search the furniture 1 games 
around at the moment, bu, r IM s lough 
puzzles and tmung problems put it 
streets ahead of them. Addictive, 
challenging and /tin. 

Jiw 



All of the rooms are viewed in 2D and 
contain five basic elements: platforms 
which you can run on. lifts to get between 
platforms, computer terminals, furniture 
and robots. Each room always has the same 
platform layout, furniture and number of 
robots, but the arrangement of the rooms in 
relation Lo each other and the behaviour ol 
each robot varies with every new game. 

Your character runs around the rooms 
and can somersault to avoid gaps in the 



floor and robots. He has to find and put 
together the 56 puzzle pieces within six 
hours, real time. However every time he 
dies he loses ten minutes of (he time avail- 
able, and that can quickly oat into the tune 
remaining. He searches the furniture while 
standing in Jiom of each item for a set time; 
it then disappears and a message tells you 
what ho found there. 

If there is no puzzle piece then there 
m&y be a robot snooze, lift initialisation 
(which resets the position of lifts in a room) 
or nothing at all. The robot snooze; deacti- 
vates the robots for a time and stops them 
killing your character with their electrical 
discharge* or by running into him. When 
they're reactivated, though, they return to 
their preset movement patterns, and might 
ignore your character's presence, react to 
him on sight, sense his being in the room, 
shoot or speed up. The only way to find out 
how each one behaves is to watch if care- 
fully and be ready for the various different 
reactions, 

There are two code rooms, in addition 
10 the other 30, and in these you can gam 
additional robot snoozes and lift resets. You 
are played a series of notes (one note more 
every time you succeed} which have to be 
played back in ascending order to gain a 
code. 

Once you've collected a number of 
puzzle pieces you can operate a computer 
to attempt to put them together. Four pieces 
will link up to make a code that gives you 
one of the nine letters in a password- The 
pieces fit together like a complicated ]ig~ 
iiw and at first it may take a long time to 
form complete codes. However, as you 
become familiar with the shapes they form 
and recognise individual pieces, it 



becomes easier 

Searching the rooms, avoiding the 
robots and putting together the puzzles is 
very absorbing It isn't quite as exciting as 
it might have been a year ago but it still has 
all Hie essential addictive gameplay that's 
needed. The animation and graphics are 



THUID OPINION 

Similar action to Mission Elevator , 
Nexus and Max Headroom, but 
Impossible Mission is everything those 
games should ha vc been. The 
graphics ore great* the action spot-on, 
and the puzilwg element just right. 
Buy it now* 

MN 



adequate although nothing more, and the 
sound is limited to a few effects tike the 
noise Of footsteps as you run and the buzz of 
robots shooting. It's a shame it*s been a 
long time coming but it's still an excellent 
game. 

BW 

JB OOP NEWS~ 

p. 30 different devilish rooms- 
► Robots and platforms present testing 
problems in timing and accuracy. 
* Puzzle n AtA tough but absorbing. 

Code rooms , snoozes and 
somersaulting are good touches, 
p- Still a classic game despite its late 
conversion* 



B 



D 



fr- Graphics and animation are n't that 
great. 
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somes 




GAA8 FACTOR 




STAVING POWER 


10% 




A A HATING 






rutST-D^T T&HGET SCORE 

3,000 

Puzzle problems 

To start with you may hove trouble working 
out exactly how to fit the puzzles together, so 
here are some extra Hps to help you get 

iter ted. 

The pieces appour two at a Time En a 
memory window and con be moved from 
there to another main window. At first they 
[ust look like rectangles with odd coloured 
shapes in them, but when fitted together they 
take on more uniform she pes. The key to 
understanding how rhey work is experiment* 
oHon — you needn't worry about making a 
mew of it because once a piece of code if 
collected you con't lose It 

The pieces come in three coiours frt 
together only if the same colour. You con 
alter the colour of any piece or flip it upside- 
down and bock -to- front to try to get St to 
match. When you want to (it them together 
just try overlaying one on top of nSe other 
and the computer will tell you whether they 
fit or not. Sometimes two pieces will fit 
together but aren't supposed to s so that two 
other* to fill the rest of the code are mtssincj — 
but you'll And that only out by trying every- 
thing possible. 



GRAPHICS 


'■; ■' ;■ 






SON ICS 


34% 






MAB FACTOR 


[87% 




STAYING POWER 


87% 






A A RATIN G 


r 1 
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VFIfllli. i <:lWv, fVlJlli iSfsf;, jovi-iirl duly 



The comic book hero of (he 1960s has made 
a couple of comebacks in recent years, but 
this looks Ilk* being his finest hour, tl 
feliowa in the footsteps erf some graphically 
superb games from the Gang of Five at 
Virgin, and has a lot to live up to in terms of 
gameplay as well. Dan is, a* ever, battling 
against the Mekon to save Earth from a 
terrible fate* and naturally you've got to 
give him a helping hand. 

SECOND OPINION 

A bit lightweight for some people's 
tastes maybe, but 1 really like this new 
Gang of Five TVeerr- 'em-up- After the 
complexity of Shogun they gone lor 
straightforward payability with the 
Pilot of the Future, and I think it pays 
off. Some mean problems, tone of 
great graphics and a host of TVeehs 
nuke it good addictive fun f and the 
speech-hubbies perfectly catch the 
mood of the original camic~strip, 
AW 

The game takes place inside an aster- 
end where the Mekon has imprisoned Da n s 
friend Digby. The asteroid itself ia on* 
collision course with Earth, no Dan has to 
release Digby, set the aneroid to self- 
destruct and then escape with Digby in the 
Mekuri's- own rocket. That translates itself 
into quite a Large exploration game where 



you have to find lour building blocks to 
bridge a chasm leading lo Digby unci the 
self-destruct mecharrism. 

The Inside of the asteroid ts formed of 
'flick 1 scroefis thai live up to Virgin's re- 



cord of superb design. They make parti- 
cularly good use of shadow, detail and 
plain colours to produce a very effective 




MISSION OMEGA 

li'iini liriiiira/ATgitt \'u.:.%, f ti f!, f i r.ar.*.. ( 3 rii: I;, pyr.iir.J; m 



It's always race to *gq something a little bit 
different with plenty of originality, and this 
game certainly fits the bilL The only pro- 
blem with it is the instructions- they seem to 
presume the player is psychic - they leave 
you very much in the dark about how to get 
axrywhere in the game. This doesn't step if 
being quite a good game but it does give 
you a lot of unnecessary and frustrating 
guesswork before you can enjoy it 
properly. 



SECOND OPINION 

A potentially great game spoiled for a 
hK'perniyworthoftar. Clearer 
instructions and a more intarosting 
game task an d they could have had a 
Rave on their hands. As itis f you just 
end up aimlessly exploring an 
enormous network of corridors, B ig> 
but pointless, 

AW 



You are aboard an alien stop, (he 
Omega, and have lo deactivate it by shutt- 
ing down its four reactors* To do this 
you've got to build a number of robots that 
can then be moved around the ship to 
complete the task. We're told a lot about 
how to build the robots and control them, 
but not a sausage on what you're actually 
supposed to do with them, Presumably 
we're meant to enjoy the challongo ot 
finding out, but personally I think Mind 
Games ask 100 much of the player who may 




i 
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look, Thii nicely sets up the atmosphere for 
the gam* , and the more of ihe asteroid you 
discover the more you'll like il. 

In most of the rooms are the Mekon's 
guards: various types of static robots who 
Shoot at you, and the Treens, The Mekon's 
followers, who fly around some rooms 
shooting and also proving fatal if they touch 
you. You can sap robots and Trecns with a 
trusty User which uhoots horizontally and 
diagonally upwards. 



THIRD OPINION 

A worthy tribute here to a here irorn 
the past. It maybe justs simple arcade 
gmme, but the colour and graphics are 
wel? in k&epmg with the original and 
the garnepjay at just the right level to 
keep any player coming hack for 
more. 

MN 



Every time Dan is touched by a Treen, 
falls down a hole or runs out of stamina 
from being shot, he loses a life and has to 
continue his mission from a prison cell. This 
is conveniently unlocked bul can put Dan 
completely out of position if he died in a 
part of the asteroid that w*6 difficult to 
reach. 

The asteroid's other danger is ihe long 
drops that appear on many screens, all too 
easily fallen into. You have to learn 1 



technique for tumpmg them by tutnng a 
diagonal on the joystick. To help you get 
around is an extensive system of lifts, but 
these are whal you 11 spend moat of the time 
puzzling over. In places they form * maze 
where you'll have to experiment and ex- 
plore: where to go and how? 

The four building b:ocks are automati- 
cally picked up when you walk into them, 
so you'll know when you've found one. Dan 
then has to take them to the chasm, where 
they will extend the bridge towards Digby 
and the self-destruct switch. Bach time a 
block is put in place one or more doorways 
will open in the game, allowing you to 
explore further and find the next block. 
Once you've got all four you have only to 
get to thp top of the Mekon s rocket and 
effect a spectacular escape. 

The action is very compulsive at first, 
an effect doubled by the excellent 
graphics, Whal really gels you hooked is 
the opening-out of the game with each new 
block to reveal new and interesting sec- 
tions, It shouldn't take the hardened ex- 
plorer too long to crack the game, but it's a 
lot of fun while you're trying and has a 
satisfying ending to the proceedings. 

BW 



FIRST-DAY TARGET SCORE 

10,000 



W 



P- Superb graphics again from the GoF . 

► Good controls once yes work out the 
jumping* 

► Very compulsive game play. 

► Each d t sco very leada you into a new 
and later anting area. 

► Nice ending. 



W 



► Jut a hit too easy. 

► Not much puzzling, just exploring. 



GREEN SCREEN VIE W 

Everything js risible, and the Treens 
are greener lhan ever. 

AW 



GRAPHICS 
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SDN ICS 
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GRAB f ACTOR 
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STAVING POWER 
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A A RATING 


10%! 







spend many a frustrating hour fighting to 
achieve the unknown, 

You have to shut down the tour reac- 
tors and escape within one hour, so you 
can't afford to waste any of it. 

The first thing is to build your robots. 
There axe four type* of base: hover, 
sphere p legs and tracks. Which one you 
choose will affect speed,, carrying capa- 
bility and resistance to damage. Having 
picked a base you need to put a weapon, 
sensor and power pack on it There are 
four types of weapons from a laser to a 
missile, three* sensors (visual, audio and 
infra-red) and three types of power pack. 
Each of these will affect the others in some 
way: experience will teach you !he beat 
robot? to build. The weapons and sensors 
consume power, as does moving, and of 
course all three systems have to be added 
together to see if the robot can take the 
weight. 

If that weren't enough* you have to be 
carefui with your resources since only a 




limited amount of material is available. 

You take your newly built robot into 
che ship and start your search or build 
some more. Throughout the game you'll 
probably need a mixture of the two to keep 
things moving. You can have op to eight 
robots at a time, although u's actually im- 
practical to control that many* Once inside 
the ship there is a large area to war cfc in 
crying to find the reactors. The robots are 
viewed from above in a screen window as 
they move through the corridors, bare 
except for the odd machine or barrier. 

You can set the robots Co search an 
area automatically while you're off doing 
something else-, you can program them to 
search your own defined route k or you can 
control them manually all the way. Thus 
more than one robot can be usefully busy at 
the same time. 

There are various obstacles around the 
ship, including electrified barriers you can 
switch on and off by shooting the right 
switch, teleporters that move you to ano- 
ther part of the ship and aliens, who can be 
shot but who can also shoot you, Robots can 
also be destroyed by getting a flat battery, 
but if left unmoved for a while they will 
build up their energy again. 

ire certainty interesting playing 
around with the different robots, and 
there's plenty for the mappers to cope with. 
The ganteplay becomes repetitive with all 
the continual searching and little else, but 
the main problem will be working out 
exactly what you're supposed to be doing, 



There s plenty to do. still, and this should 
present most intrepid explorer* with a 
tough challenge. 

BW 



F ERST-DAY TARGET SCORE 

Deactivate a reactor 



► A targe game area to explore . 

► Very nice in-game tune. 

¥■ Multiple robot control is good, 

► No shortage of fchingi to work out. 



W 



BAP W I 

► Instructions lean yn too much 

guesmrark. 

► Continual searching gets repetitive. 



GREEN SCREEN VIEW 

The colours arc Ailiy adjustable from 
any point in ihe grams, so visibilty is no- 
problem at all. 

AW 
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RESCUE ON FR AC TALUS 

Acimsion. £3.99 cms. f 14.99 dish, yoysiick er says 



On*-- Of the newest recruurnj&s in pro- 
gramming in the us* of 'fractals', one of the 
trencher branches of mathematics, and Uiie 
is the first Anns trad game to feature them, !n 
a nutshell, the closer you look at a shape 
the more detail you see, and ihe detail is 
ikdb to the overall shape. 



SECOND OPINION 

Frscfaisare wajidterSuj things, but it 
would lake something altogether more 
drastic to justify buying this gra/ne. 
Th$r0'a all thai landscape, but nothing 
to do except Sy round it, shoot at it and 
land on bits of it. You 've got so tittle 
control over you to crafr that there s 
hardly any skill involved at nil, 

aw 



Yon 11 see thevr eftec! when you start 
flying a ship around the phin e E of Fr acialus* 
where the surface is a mora of crags* 
canyons and mountainous peaks. In this 
hostile landscape you have lo rescue 
downed pilots and bias! ihe enemy 
defences, 



level of defences you'll encounter. There 
axe only two nous: gun emplacement* ifo 
Outcrops of rock and flying saucers. AH you 
hare to do If fly around looking for pilots 
on your radar, land within range of them to 
pick thom up by opening the airlock and 
then take off m search of another one. 
Meanwhile you can blast Ehe giins and 
saucers that get m your way. 

After a while- the mothership will return 
and you can fire boosters to get back up to 
is. if you've collected all the pilots you'U gel 
a bonus and move onto the next level, 
otherwise it's back down on the same level 
to finish off. 

Beneath the view of the planet is you: 
ship' a instrument panel « you'll constantly 
T»wd to refer to it. On the far left is a speed 
indicator which can be set al eight levels* 
while on the far rsghi are readouts of range 
10 a pilot, enemies destroyed and pilots still 
to rescue The middle of the panel has an 
artificial horizon, altimeter, wing clearance 
bars. targeting scope, energy gauge and 
pilot scanner, 

AH thr^se controls aren't needed much 
until you reach the higher levels of play, 
whfrra night falls on the planet and you 



have to fly bfcnd through the canyons. All 
bumps into walls, hits from guns and colli- 
sions with saucers cost you energy s but thia 
is increased again by picking up pilots. 

The process pi picking up a pilot is 
nicely done An animated figure runs to- 
ward you and then bangs on the airlock to 
be lot in, There's al&o a surprise in store on 
later levels and 1 guarantee you won't be 
ready lor H- 

The fractal graphics a;re used wnelt and 
produce a cofttvincLng planet-surface effect 
but the control of ihe ship leaves something 
io be desired since it is very prone to 
oversteer, Gamepiay becomes repetitive 
quite quickly, but the higher levels do 
provide a lough enough challenge to keep 
you occupied. 

BW 
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► Good use of fractal graphics. 
^ Pilot- colleciing sequence is well done. 
P- Higher Levels are quite a challenge* 
I* Night flying adds to the difficulty. 



W 



r> Gamepiay gets very repetitive* 
► Flight controls sttffer from ovetsteer, 




The mission starts at one of 16 levels 
With you being automatically launched from 
a motheiship and flown down to the planet 
surface. Once you get there the ship 
switches to manual control and you can fly 
around for a bit admiring the graphics. The 
planet, coloured dull brown and yellow, it 
featureless apart from the crags, but it still 
looks good when it moves. 

The task on each mission ia to rescue a 
number of pilots from the planet surface 
when their ships have crashed, The num- 
ber depends on the sfcitJ lev*!, as does the 



GREEN SCREEN VIEW 

It 's ail e very bit as bright and dearly 
risible as it was in colour - in short, 
not v&ry 

AW 



GRAPHICS 
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A A HATING 
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Without music, graphics 
and sound the Board 
Game has become the 
most popular in the 

world. 
Now it has them. 






"Over 3,000 questions of no vital importance," 




Available now on 
Spectrum 4&1Z8K Commodore 64'128K 
BBC 1 E- Amstrad CPC 

Cassette and Disk 



HORN ABBOT 

■ IHIII^AHIK. S .ASI.IIIMI 




and all local stockists 



TRIVIAL PURSUIT is a Trade Mirk owned rod Eicenscd by Horn Abbe? International Lid. 
Published tw DomMfk [Jinked, 204 W^rpte Road. London Td: 01-947 S624. 

TfiviaJ Pursuit wis programmed by Oxford Digital t-r^rpnscs 




D O M A R K 




DOOMD ARK'S REVENGE 

Beyond f 9. 35 cass. keys only 



■0- 



U you thought Lords of Midnight was an 
epic game titan prepare yourself for a 
shock when loading this because it has 
6.000 locations: 2,000 more than its prede- 
cessor. Ie's played in exactly the same 
manner as Lords but is set in a new land 
with many new characters and features as 
well as some old ones. 

The plot takes up where the last game 
left off with Dooradark (the bad guy) killed 
by Luxor (the good guy), and the ice crown 
(evil instrument o( power) destroyed by 
Morltin (Luxor s son). We're treated to an 
audio-cassette rendition of the succeeding 
events from the Beyond team which is 
definitely not vintage Olivier and rather 
hard to follow at times, suffering from some 
awfully Dowery and verbose prose. To cut 
a long story short, Doomdark's daughter 
Sharcth has kidnapped Morkin, and Luxor 
and company have set off to rescue him 
from the Sand of fcamark. 



SECOND OPINION 

When itSiwt came out. Lords of 
Midnight wad the- highest and most 
absorbing 1 game anyone had ever 
Men; Doomdark's Revenge i$ be tier. 
Im not just talking about the extra 
locations either. The intricacies of 
Icemark politics will offer even 
hardened Midnijjhi veterans a tough 
new cMHmnge, Buy it And cancel 
your appointmen ts for the nest few 
weeks. 

JLW 



These don't have anything to look at but 
allow you to avoid some overland dangers* 
while risking some others. 

ft you've played Lords before then 
you'll have no trouble getting to grips with 
the game, discovering the new features 
and learning the new tactics. The new- 
comer should be guided reasonably well 
by the instructions but will take longer 
exploring and experimenting with things. 
As in Lords the two main tasks are to 
complete the quest part of the game (rescu- 
ing Motion), and to build up a massive 
army for battles with any f oe. However this 
part of the game where you deal with other 
characters has got more complicated. 

There are five races in Icemark and 
none of them get on very well together - 
and they may not take a liking to you. It's no 
longer a simple matter of recruiting anyone 
you meet. You have to consider who's 
doing the recruiting and whether the char- 
acter will stay with you once recruited. 
Each character will have an allegiance to 
another character and a foe, and also a list 
of personal characteristics. These should 
guide you on whom to get to approach and 
win over that character and how much you 
can trust him or her. Unsuccessful appro- 
aches to characters result in battles which 
can be very cosily; so many games will be 
needed to develop a rewarding strategy. 

As with Lords the game is split into day 
and night The day is when yon move ihe 
characters under your control doing as 
much as you can but trying to keep them 
alive and strong. At night the computer 



controls ihe other characters and decides 
the outcome of battles. Other controls allow 
you to check place, battle, army and per- 
son, select a character and choose from 
special options. 



TURD OPINION 

if you MT* iltto Michael Moorcock, or 
amy of the other great scienc&fantasy 
writers, then you 'Ulove this. It is the 
nearest that computer games have got 
to the truly interactive book t and has 
ev#jy ajrpecf of a fantasy world in it- 
action* adventure, politics, quests, 
haiztes: you n^rr.e in, it's . all here with a 
vengeance 

MS 



You could happily sit down and waste a 
whole day, if not a week, playing without 
ever wanting to leave the keyboard The 
world created is so vast and absorbing thai 
it presents a continual challenge and end- 
less variation, It's much tougher to com- 
plete than Lords but just as rewarding to 
play whether you're new to the format or 
an old hand. There are more graphics, 
more locations, more characters, more ob- 
jects and above all more enjoymens than 
ever. A true classic. 



FIRST-DAY TARGET SCORE 
Recruii 10 followers 




sw 



You begin the game in control of three 
characters' Luxor (he Mc^mprince, 
Ronhron the Wise and Tarithel the Fey 
(betrothed to Morkin), They begin in the 
south of the tand of tcemark, Luxor and 
ECorthron at the Gate of Vaienorn where 
they have to return in order to achieve any 
kind of victory. There are various victories 
that can be achieved, but Morion must 
always be rescued and return with Luxor to 
the Gate. Other achievements add to the 
level of the victory, including returning 
Rorthron and Tarithel to the Gate, taking 
the Crowns of the Icemaxk there, reluming 
Other objects of power, and Of course the 
destruction of Shareth herself. 

The screen shews the panoramic view 
of the character you are controlling or one 
of the many information and instruction 
screens. Each location has eight compass- 
point views on which will appear the 
17 types of Landscape Eeature and 
other characters This doesn't 
consist of just a surface view 
anymore, because some 
locations allow you to 
enter a vast subter- 
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GREEN SCREEN "VIEW 

Flays Una in gr&en, but then it 
hardly colourful in £fte £/y r 



AW 



Icemark Terrain 

"here ore 1 7 lype* of feature on the icemorfc 
nd scope, oil with d liferent effect* and 

link 

ntairv: take rime and energy to cross* 
son offer stiff resistance or shelter orvd 
on # depending on who controls- it. 
tew movement except for the Fey. 
|ive informal fon on whereabouts of 

Ip 

Off and exit to tunnels. 
. shelter if the people are friend ty- 

by a character, wiM prevent you 
rough U unfriendly . 



Hut: provide* shelter. 
Hill*! slow movement* 
Fortress : off en protection or a fight. 
Palace: can offer protection and access to 
hjrtnels. 

Tempi*: possesses good and bad powers, 
and access to tunnels. 
Gate: gives access to tunnels. 
Stones: give good and bad powers. 
Fountain: refreshes o weary traveller. 
Icy Waste*: impenetrable, 
Mi*t: moves across the land, blocking the 
view and sopping morale and strength. 



K musive 8,000 location** 
Superb panoramic viewi* 

► 128 possible chiradm to control* 
¥ Totally absorbing to pUy , 

► Combination of ad venturei war game 
an d strategy inould appeal to everyone* 

► TiemflndouB variety In the pot Bible 
events, 



► No LQ-gime sound. 

> Yon need a spare conple of days to 
play It. 




GRAPHICS 






SONICS 
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GRAB FACTOR 


M% 
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STAYING POWER 
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Daringly Original Arcade Adventure. It's What You've Come 




ACTION TEST 



JOHNNY REB II 

Uthlarien- Argus Press. £9 -9 5 cats. £12 95 disk, 
joystick or fcsy* 



Unless you were an early afficiarwio ol 
Amstrad wargamesor read Amscyclopedja 
in issue one of AA then you probably didn't 
even know there was a Johnny Feb L This 
sequel follows along very much Ihf. time 
lines, except thai the whole thing is a lot 
more polished than ihe original, which 
fen iu red some disappouucig graphics* 
Once again you're plunged into the Amer- 
ican cml war where Confederate forces 
battle Union. 

The game represents a single encoun- 
ter belween Ihe Union and Confederal 
forces at a river crossing. The smaller 
Union force is trying to &lop the Coniede 
rates crossing the river at a bridge and two 
fords. The Union al first looks hopelessly 
oucnun\bcred ? but as the game progresses 
its reinforcements arrive, [f they have 
fought well they can counterattack And win 
ihe battle. 



SECOND OPINION 

If you play this as an introduction to 
computer wargaitius. you 'U probubty 
and up wondering why anyone would 
bother with thorn. There's just not 
enough detail to the thing, and that 
means there ;sn 't the lasting interest 
wargamos rely on. 

AW 



The river runs down The middle o* the 
game map, only part of which Is shown on 
screen at a time. There are also areas of 
high ground, buildings and walla that affect 
ihe behaviour oi units. Each side also has 
four types of unit 1 each with itfi own charac- 
teristics: infantry; cavalry h artillery and; 
supply wagons. 

One or wo players can play," and 
against the computer there are three skill 
levels. These determine whether ihe game 
is played in 'turns' or real time, how many 
turns there are and whether units are 
always visible. Either way the umts end up 
acting out instructions in real time. Each 
unit can be given a number of orders, 
depending on its type, Infantry can ad- 
vance, charge?, fire or dig in. Cavalry can 
do the same except dig in. while artillery 
can 1 1 charge either. The supply wagons can 
do little other than move. 

The outcome of skirmishes depends on 
several factors: terrain, morale, strength 
and ammo levels, how experienced the 
troops are, and of course the number of 
units they're fighting against A unit may be 
routed or broken, so that you canncE control 
it for a while, or destroyed completely if 
the attack is heavy enough. 

The 'front end 3 of the program allows 
you to change many aspect of the game to 
suit you. You can build walls, fences and 
houses on it to help the defending Umon 
forces, or change ihe composition and 
types of unit to help either side, You can 
also determine where each unit starts at the 
beginning of the game and at what point the 
Union reinforcements arrive, Most of these 
are only valid for ihe two-player games, 
enabling you to set up the battle how you 
like. 



The presentation is much improved 
from the early IhOthlorien wargamfis, but 
the essential game remains the some. New 
comers to war games will find they can 
easily get into the action, while more ex- 
perienced hands will want something more 
testing. Despite the detailed 'front end 1 I 
found the game lacked variety and depth 
and really needed a longer game time with 
more strategy involved, 

BW 




Oh. I I h Dixie, ko-leu trs-la 



0 



s 



P* Well presented and easy to use. 

* Good rAnge of options for altering two 

player games. 

fr- Good for a newcomer t o wargaf¥ti£S, 



B 



¥■ Not enough depth in strategy to satisfy 
experienced players. 

* Games are too short to need hard 
thought, 

* Very similar gameplay to the original, 



GREEN SCREEN VIEW 

You cai> stiU tell your blues from your 
greys, so yon realty shouldn 'th&ve 
any pr oblems. 

AW 




NUCLEAR DEFENCE 

Am&oft £8.95 tass, £12,96 disk, joystick or 
km 



Beach-Head has spawned many derivatives 
and [his is another battle game composed 
of several different stages. Your task is lo 
defend your cities against nuclear attack 
while letting the enemy cities and shipping 
have a taste of your own offensive weapon- 
ry. Not wha: I d call a morally uplifting 
game. 

The battle takes place on a single map 
screen, from which can be accessed three 
arcade screens. The map shows enemy and 
home cities and dots in the ocean to repres- 
ent your ship and enemy fleels. You can 
move your dot around to engage the 
enemy ships or take it close enough to their 



cities to attack thorn. You can defend your 
home cities from any point on the map, 

Having got within range of an enemy 
city you can attack it using missiles; this will 
prompt a launch on your own cities, but this 
will happen any why d -hu enemy arc left to 
their own devices). The city-attack screen 
shows you a city which you have to destroy 
with missiles from your ship at the bottom 
of the screen. You have to hit only two 
buildings and a bridge, the picture being 
the same for all cities. You guide the mis- 
siles in flight and have to hit the buildings 
quickly in order to go and defend your own 
city. 



SECOND OPINION 

You Mir argue among yourselves 
about ihe morality of a game that 
rewards the nuking of foreign cities 
and punishes you for torpedoing 
hospital ships, There's no argument 
over the gameplay though - it s 
boring, repetitive sjji>Beach-Head 
rubbish . There s an amusing little bug 
which crashes the city attack ' stage 
from time to time, but that's hardly a 
redeeming feature. 

AW 



if you get in range of an enemy fleet a 
thumping noise is heard and you can switch 
to the screen where you have to torpedo 
enemy ships. There are four of these that 
move across your view and are sunk by a 
single hit from your twin torpedo tubes that 
converge on the middle of die screen. All 
four have to be sunk, but a hospital ship 
must be avoided or you'll be flicked back 
to the map screen. 



Wdltfisyig CvCf yew dty 

When defending a city you are shown 
it nestling in The bottom of a valley while 
missiles Qy m to explode m large mush- 
room clouds. The missiles can be inter- 
cepted by your own firing rockets, but too 
many misses and the oiy will be destroyed. 

To win the game all the enemy cices 
and fleets have to be knocked out before 
your cities are There are several skill 
levels at which the number of cities and 
fleels increases to nuke the job Tougher. 

That dcesn i compensate for the total 
lack sf variety, just playing the same three 
screens time after time. Each stage is very 
simple and although the city graphics are 
detailed there's Jilile action going on. After 
one game you'll have seen all there is to 
see, the only lasting interest coming from 
the higher difficulty :uvcLs 

BW 



F ERST-DAY TARGET SCORE 

20,000 
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ACTION TEST 



N 



W S 



Higher Levels are quite tough. 



B 



D 



W S 



►■Orily three stages so it's very 
repetitive, 

^ Arcade sequence e are very repetitive . 
> Graphics are weak except for city 

backgrounds. 



GREEN SCREEN VIEW 

j aap]ayab]& in gr&en as it's going- to 
gut, hut tiiars not saymq much, 

AW 
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24% 




GRAB FACTOR 


33% 




STAYING POWEfl 


23% 




A A RATING 


23% 





DESERT FOX 

US Gold. £9.95 cuss, £14.95 dish. joystick or 
keys 



War games ar£ ittflch more accessible 
these day$ h a lot of the credit going to PSS 
for their games which incorporated arcade 
sequences. Dc$wf Fox follows in ihe same 
footsteps but places the stress ol Hie act! ion 
very firmly on the arcade side with the 
strategy element less important. It's based 
on the North African campaign from t*ie 
Second World War; you are in control of a 
Sherman tank. 

The game map appears on a single 
screen containing th**fc elements: your 
tank, Rommel and several Allied depots. 
Your task is to save all the depots by 
reaching (hem with your lank before Rom- 
mel reaches one or it falls 10 the enemy 
^Hounding it. On the map screen there 
are four options thai you can choose from: 
200m. radio, air strike and move. 

The zacm command lets you examine a 



depot to R^e what supplies it has and how 
much Longer it can resist the enemy, IE you 
obviously aren't going to reach it in Time 
you can call up your one and only air strike 
To buy some time sf you lose a ba&e you 
lose the game. The radio command lata yeu 
examine Ihe route ahead for one of the five 
po^ible enemy actions. The move oplion 
lakes you in the direction the idcho beacon 
is pointing. 

The five battles are convoy* tiger tank, 
minefield, ambush and stuka, Each one is 
viewod from the turret o£ youi Sherman, 
which has to destroy a number of the 
enemy or survive for a length of tima to 
complete each one. The convoy section 
puts you in control of two machineguirs, as 
Stukas and Spitfires swoop across lhe 
screen. You have to shoot the Stukas and 
avoid thG Spitfires; using lhe cursors - they 
ate automatically controlled for each gun; 
you just decide when lo fire You need to 
score high enough before the convoy 
passes in order to save i|. 

The minefield has to be negotiated as 
quickly by Blaloming through the mines or 
blow my them up with the cannon, The tank 
has to be kepE on a compass-heading 
course, The mines slow you down if they hit 
the tracks but not when they pass under - 
ncath or wide of the tank. The ambush takes 
yon down a canyon where mortars appear 
on the walls and a certain number have to 
be ahol - the longer it lakes you. lhe more 
damage lhe tank takes. 



SECONT3 OPINION 

There are some great smooth-moving 
graphics in the arcade sequences but 

fhv game as a whole is pretty silly* The 
ambush stage is pure Star Wars, and 
the tank-to-kink siioat out with Rommel 
is just ridiculous. It s all goad fai\ r bat 
Urn 'sto'amgy* element is just an excuse 
ior those arcade uequnnccs. 



The Sluka attack has the planes flying 
straight ai you, machineguns bjazing. You 
have to bring them down with the cannon; 
centre a cursor oh them and fire. The 
planes are located by watching a small 
radar display; a sot number have to bo shot 
to complete the stage. The Tiger tank stage 




is very similar except that the tanks move 
across the display, occasionally pausing to 
fire a shell at you. Enemy shells and tanks 
can both bfl shot with the cannon, a set 
number being required again. 

K you encounter Rommel then the ac- 
tion is the same as the Tiger tank stage 
except that one tank has to be hit eight 
times. This will save one of your depots 
without having to visil Li. However Rommel 
can do plenty of damage while you're 
trying to dispose of him, so you need to 
have a very low damage gauge before 
tackliiu.j hi: ii. 

The arcade sequences are well put 
together except for being able to 'guide' 
shells in flight On the tank ar.d Stuka batHqg, 
which seems rather daft. There's not much 
sciategy or war game involved, which is a 
shame because a bit mote in That line and it 
would have had much more tatting interest. 

) don't think you can call this a simul- 
ation. It's basically a combination of several 
other games lo create five arcade se- 
quence and a simple strategy task, 

BW 



FIRST DAY TARGET SCORE 

Victory at grandmaster level 



> Arcade sequence* are done w*H. 
P- Five sequences keeps the- variety 
going. 

► Good graphics on all stages. 



e 



N 



VY 



P- Too easy to complete, 

► Not enough strategy elements. 

► Lightweight treatment of a serious 
subject. 

GREEN SCREEN VIEW 

Tettmg Spitfires And Stukas apMrt can 
he pretty difficult on ihe convey stage, 
tut oiherwise there s not much to 
worry about 

AW 
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Living on the edge of an 
eter na J g a laxy, battlingwtth 
opponents who seem to be 
reeding your mind, you are 
about to ccptain your ship 
through one of the great 
edge-of-your seat adven- 
tures of the 35th Century. 



Sitting on a mother Jode of 
rich mining deposits, o new 
quadrant called the Pan/in 
Frontierjsameeca for sett- 
lers, entrepreneurs on both 
sides of the law; and some 
of the worst scum in the 
universe 



These space carrions hove 
been the scourge of the 
shipping lanes; and as 
things stand now they are 
on the brink of starving out 
the entire quadrant and 
holding it hostage. 
No wonder the inhabitants 



of the Parvin Frontier will 
pay olmostanything toany- 
o n e who ca n get thro ugh to 
them with a freight ship full 
of supplies from Iheoutside 
world. 

But ifs a fall order to fill, 
even for the experienced 






WEAPONS - FIRING 
ID Shots Weapon 



ORDERS LIST 



C 
F 
ft 
E 
6 
B 



3 
7 
2 
5 
9 
3 



Missiles 
Blasters 
Cannons 
TherMos 
Blasters 
Cannons 



Target 
at B 



at 
at 
at 
at 
at 



E 

ft 
C 
6 
D 



Pri 
3 
3 
4 
6 
8 



Status 
out-rangi 
in-range 
broken 
no power 
i it-range 
broken 



SCREEN AS SEEN ON COMMODORE 64 



captainof the Psi-5 Trading 
Company; because, need- 
less to say these maraud- 
ers are not going to take 
too kindly to any last ditch 
efforts to spoil their little 
intergallactic carnage. 

So, if you're ripe for a stiff 
challenge and feel comfort- 
able in the rote of Space 
Freighter Captain, your ship 
just came in. 

Choose your crew care* 

AMSTRAD DESK £14.95 
CASSETTE £a95 
SPECTRUM 48k £7.95 



TRADING 

COMPANY 



fully. For 10 years Al Zott 
has been shooting enemy 
attack cruisers to smither- 
eens, but will his hot temper 
be vourfinal undoing? Vbur 
choice for weapons expert 
is critical. You hove a wea ith 
of talent to choose from; 
but will your pick holdupirt 



the heat of the battle? 
As captain of the Space 
Freighter you must cons- 
tontfy delegate authority 
throughout the mission 
with space outlaws on the 
horizon, what do you repair 
first -the defence shields 
or your weapons? 



• Keyboard or 
Joystick Controlled 

• Choice of 
Specialist Crew 

• Inter-ship video link 

• External view port 

• On board Computer 

• Navigational 
Cockpit 

• Superb weaponry 



.. . . inJw3«rlom«&VU$ Qi tilW 
UIW ID 11* *M*w0rlfMi*n:C turn* 



ACTION TEST 



POWERPLAY 

Arcniii* 1 5i . !l b CflSs. i 14.*J!s disk, |uvKtinl< or knys 



The game is subtitled' 'the game of the 
gods', which conjures up an interesting 
image of Greek gods sitting around asking 
each other inconsequential questions tike, 
'What's the booby prize on the TV show 3- 
3-]?' Now that's my kind of game and t 
suspect a lot of other people's too. It com- 
bines this quest for the trivial and absurd 
with a well designed and implemented 
I game. 

The action takes place on a single 
screen where an 8x6 grid of squares forms 
a courtyard on which 2 a 3 or 4 players can 
wage a battle of wits and speed. Each 
player controls a team of four warriors who 
have to eliminate all the warriors from the 
other teams in order to achieve victory. 
The squares are in five different colours: 
four general question areas and special 
teleport squares. 

Each player takes it in turn to select 
one of his four warnors to answer a quea- 
tion + the subject depending on the colour of 
the square he'* on, Choosirtg the correct 
i one of four possible an^wora will score the 
warrior some points and he will be able to 
move to an adjacent square. A wrong 
answer wiU pass play on to the next player. 

Moving onto one of the four teleport 
squares will whisk a player lo an unoc- 
cupied EeJeport square, sometimes even 
back to the one he started on. 

As each warrior scores points Cor cor- 
rect answers he can mutate into more 
powerful forms - an advantage when it 
comes to battle. The lowest ta Hercules, 
going through Cyclops and Minotaur, to the 
strongest . a Satyr. These mutations are 
carried out very nicely on screen; the 
warrior spins round and then stows to a 
halt, mutating in mid-spin. 



Cyclop* H rtilfd In 




The Mfcnofwr ti 
wcond in strength 

If a warrior tries to move onto a square 
already occupied by an opponent's war- 
rior, a challenge will result. The two have 
to try to answer a question firs* in order to 
win the battle, The loser gets demoted to a 
lower warrior level, and disappears com- 
pletely if he was already down to a Her- 
cules The game continues like that until 
only one player's warriors are left on ihe 
grid. 

The difficulty of the questions varies 
with the nulla uo ft level ol the wainur: 
toughest ones for the Satyr and easiest for 
the Hercules- There are Also four disferent 



THE FOURTH PROTOCOL 

CwiltMy AiiqIasoU, t'lfl.gs cH5**im1 tiisk ktysoiitv 



We've had plenty of games of the film 
before but this is a game of the book, the 
bestseller of the same name by Frederick 
Forsyth, You won 4 * need to have read the 
book to play the game - 1 hadn't - but if you 
have, some characters and situations may 
be (amiliar. 

There are three parte to the game, 
which load separately, and they'll need to 
be completed in sequence, The three 
stages take you through an international 
espionage plot. In the first part you have to 
discover who has leaked some Nato docu- 
ments and how. In the second and third 
parts you have to locate and deactivate a 
nuclear bomb planted somewhere in 
London. 

The three parts of the game are all 
icon-driven, but you won'l be able to gat at 
the third pari until after completing the first 
two, and the second section requires in- 
formation from the first to help you find the 
bomb. The first game puts you at the head 
of CI(A). where you have to track down the 
source of a leak ol five Nato documents 
while dealing with other everyday matters 
from the intelligence community. 

The whole o;ame is played from a 
single screen containing nine icons p but 
these allow you access to a world of in- 



trigue and complication, The basic idea is 
that you already know certain information 
that sets you on the I rack of the leak, while 
other matters are brought to your attention 
as time passes. In trying to deal with pro- 
blems you spend most of the time putting 
surveillance on people and if that produces 



security and lovesick operatives all in a 
day's work. White trying to deal with that 
you've got to identify the source of the leak 
and trace il through to expose the whole 
network r You have to keep up your other 
work; otherwise the number of surveillance 
staff is cut And the leak has to be resolved 



SECOND OPINION 
/m not crazy About Frederick 
Forsyth 's hooks, but this game just 
might convert me. Other games have 
fried to got some feel of intrigue and 
detective work, but this is the first one 
tv$ seen that really works. You If 
need your thinkm^oip on for this one, 
and 1 like that ma game. 

AW 



some information you may be able to follow 
it up. The other thing that occupies a lot of 
your time is searching through the filing 
system for interesting files on people and 
things that may also provide important 
evidence. 

To give you a taste of what is in store 
you will have to cope with a murder, a 
defection, paranoid employees, building 



THIRD OPINION 

An interesting twist of the adventure- 
game formal, with the added adrenalin 
of a tight time limit. You really have to 
employ aU your deductive powers 
here, and the novel icon/window 
display is used to fuU effect. 



before a time limit runs out and you get 
sacked from the job. 

Part two follows a similar line to part 
one with a single icon-driven screen 
through which you have to locate the bomb, 
hidden somewhere in London, It involves 
you moving out of your office and using the 
Tube system, and you'll encounter many 
problems in the search for the hideoul. The 
final part is an assault on the bomb's loc- 
ation using an SAS squad to eliminate the 
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SECOKD OPINION 

1 jut* temper ^ ff*"-* bnt **f * 

Zytft, n^'s no getting rcand 
wpeAied question, 

accept ^^^r^Lxxf* 

zJtitseVis o**^ ™* **** 
sfuflT AW 



Question Compiler 

The second lidfr of the game rope has □ 
question compiler, a flowing yog Fo create 
whole new groups of questrort* on whoever 
tokes your Foncy. It won't let you alter the 
four existing ones though - after oil, that 
would be cheating. 

You can select the four colour -coded 
subject* into which questions are grouped - 
you aWt haw to stick to the original ones of 
general knowledge, sports and Fei&ure, 
science and technology, history and geo- 
graphy. You can concoct your own for whate- 
ver you're interested in- 
Each question has to be dossed m one of 
the four difficulty levels, and three alternative 
answers must be given along with the correct 
one. 

How much use you moke of this Facility 
obviously depends on you, but I'm sure 
people ore already rubbing their hands with 
glee at ridiculous and humourous questions 
they can terms nt their friends with. 



answenng \<P**f*" ^fZdch to hardl? 
enough txme m ■» * , d prep3ie d ques- 
uou ^ can be to**^ yoU ^ 

prepa r e j^ Y £, ****** 

not to re P Ga \^,^ t h a particular file- 
wiU becowe familiar mm * 



TJOSD OPINION 

Remember those TV ads ' £ 

^1 G^tf^ior^^efajruiy. 



Xfo, perfect game f^ n ^ lc . 

play with computers and be »oc»» jw 



GREEN SCREEN VtF* 

fl0f re aU/a pxoWexn since you 



V cociimabon of a _«tw 4 & 
^oyable g*™. gc£ g9ine . 



If yon 
against. 



toT . n tgota»iro»etop*V 



Yon'U sdll need soma 
games. 



int exeai in trivia 



S0N1C S 
GRAB f ACTOR 





We're* *™" ell * rfc 
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► 



The fHtng cabinet aHow* you acc»tf F o 
file* Irom Cwtm dr*d from eiMheim. 
tbfl lotftr hovfl 10 bo fprcilfcally 
r^qiwH cd. Ek*1 firit you n*od 



I hi* i* whar* you allocate your 
wrveilioncfr toom^ They need to be 
iwd m ettifiiert 09 possible 10 gal 
quick f«ulEi-diciiirtcj a red hifrtrte 
for loo ton§ £flri prow vflfy to^liy. 



You can tave, load oitd povfe gomes 
From horfr 



He?*<? you are ioW lh# pereanfage of 
the gome completed end olso your 
pr**lige In MIS. which otfrxu How 
many surveillance oNleer % you have. 




The phone afclowt you to mqke Coll* lo 
various places and to accept 
incoming colls horn operates and 
other security personnel 



Sufv&illanCE reports come In here Cl^d 
appear In tht middle of 'rig screen 
when >ne Icon i* acces-scd. 



Report from ofber areos coma in 
here-. They mcy be In fesponie *o 0 
request by you 1o onolh*r mfrellig»nce 
tervpce or to Inform you of 0 new 
iihjalion h 



The data Htki by culomalltally, *a 
you need la gel favl ok oil limes, 



Mm*KK tOiTie In here from some 
departments Wofcti ovt for nole* 
from your superior because Iney re 
nearly always, bod new*. 



KGB men guarding it, allowing you to gel in 
and defuse ft — if you're in time, that 11. 

It's a very enjoyable and novel game 
thai has plenty of depth, you'll need to do 
Dome haid thinking id get anywhere. De- 
duction, analysis, a little bit of luck And 
sudden flashes of inspiration all play their 
part. Jt won't be to everyone's taste 
because it can be quite tough going. But if 
you're looking lor a challenge and a good 
workout for the brain cells> then this is 
ideal. 



GREEN SCREEN VIEW 

There r s no colour anyway, so 
everybody's in the same boat on dus 
one*. 

AW 



Ye ry original mix of adv en lu r e , 
strategy and icona T 



W 



*■ Can be tough going el times. 

> If you gttieaUy ntuck it can be very 

frustrating. 



FIRST-DAY TARGET SCORE 

50% on part one 



BW 



> Three different sections to complete . 
>■ Good use of icons and screen 
presentation^ 

* Requires plenty of hud thinking. 

► No shortage of things to do - ytm're 
always uttder pressure- 



GRAPHICS 


46% 




SONIC S 


21% 




GRAB FACTOR 


E7% 


MM 


STAYING POWfft 


El% 


mm 


A A RATING 


B4% 


mm 



QABBALAH 

Amsoft/Geni, £9.95 cass, joystick or keys 



There are times when I really despair of 
software houses because of simple faults in 
games that are guaranteed to drive games- 
players up the walL This is a case in points a 
game with great graphics, an interesting (if 
weird] scenario, a lot of depth and com- 
plexity - and one infuriating feature that 
ruins it. The problem is that she objects you 
have 10 find are hidden behind things, and 
move about from game to game, so that you 
have to spend the whole time aimlessly 



SECOND OPINION 

What a waste. Tftwe was a good gam& 
here aitd they blew it, Why would any 
self respecting Arnold addict want to 
spend hours on end rummaging 
around behmd a load of scenery? 
Granted the scenery's very pretty, 
and must have taken a lot of effort - but 
that just makes it the mere wasteful. 

AW 



searching for something you can't see. 

The scenario of the game comes trom 
the Hebrew faith, and as usual has very 



little to do with the game. This is shewn up 
by the fact that, having built up an esoteric 
and philosophical scene in the instructions, 
ihey destroy it all by talking about "nasties' 
[in quotes even!). Having coped with that 
you enter iho game itself* and axe presen- 
ted with the superb 3D graphics which 
Gem do so w-ell- The scenery is composed 
of detailed objects and buildings to some 
excellent colour schemes, 

You control a purple clad man who 
shuffles and jumps around the picturesque 
landscape In search of keys for buildings 
and objects 10 help him progress through 
the game. He can walk behind and in front 
of things* often disappearing completely so 
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it's vary difficult to ieU where ho is and how 
to get him out of there, When he walks near 
the edges of (he screen it scrolls to reveal 
more of the scenery. 

There are various creatures both mov- 
ing and static that drain his energy, 
although there is a point where ho can 
replenish supplies. What is really wildly 
annoying is having to perform random 
searched of what is a reasonably large 
playing area just to find an object - never 
mind solve any pf the game's puzzles. 



> A potentially good game lias been 
spoilt. 



THIRD OPINION 

Forget the game, just wander around 
admiring the graphics for a while rind 
then load up something Else, 

MN 



Yon certainly can t argue with the 
graphics, they're excellent, and there may 
be a good arcade adventure waiting to get 
out. But wandering around searching fruit- 
lessly for objects while not being able to 
see your character half the bme is not my 
idea of fun. 

BW 

FIRST DAT TARGET SCORE 

Find an object 




GREEN SCREEN YIEW 

Can be very hard to see the edges of 
bui!dmgs T but lack of visibility 
crippled the game even in colour. 

"~6 o o~~ "1 e w s" 



► Excellent detailed and colourful 
graphic? 

► If you can find things 11 might get 
Interesting. 



N 



W 



► Can't see where you are or where 
you're going half the time. 

► Objects ui hidden from view and 
moved around each new game, 



GRAPHICS 


88% 




50NICS 


62% 




GRAB FACTOR 


10% 




STAYING POWER 


35% 


mm 


A A RATING 


22% 





STAINLESS STEEL 

Mikrd<G&v£8 95 cass r £13 95 disk, joystick or 
keys 



The 'teenage superhero 1 of the title is one 
Ricky Steel, and presumably the stainless 
part refers to frequent trips to the launder- 
ette with his undies. This condition i& doubt- 
less brought on by having to battle an 
endless horde of aliens in a lour -pari shoot - 
em-up, where he always endi up plastered 
all over a wall or a Soor from a violent 
explosion. 

The four sones consist of vertically 
scrolling landscapes on which you have to 
battle a variety of robot troops. In each 
aqne Ehe scenery, the roiJQis and your task 
are different, although the gameplay is 
very similar for all four; The scrolling 
landscape occupies only a relatively small 
area of the screen and each stage has only 
one colour, although the landscape and 
character graphics are quite detailed, 



SECOND OPINION 

This gante is /rustrsdng, It has rotten 
collision detection and makes very 
poor use of colour. It sends you right 
back to the$t$it ol Hie section every 
time you diV- Worse siilL the scanner 
issidewsys-on rathe direction of play, 
making it extremely difficult to follow 
The most frustrating thing, however, is 
that so much effort went to produce 
such a poor game. 

AW 



In zone 0 you must move on foot up a 
rcadway to reach your car, Nightwnd. 
Trying to stop you are two sorts of robot: 
helicopters that move up and down the 
road shooting at you and robots that move 
across the road, also shooting, Like all the 
robots in the game these can be dispatched 
wiEh yqur own laser fire. As you walk 
along, a fuel gauge runs down and has 10 
be replenished with fuel cells floating al 
intervals along the road. You have to be 
careful since you can shoot these as well, 
and tunning out of fuel is fatal. 

In zone 0 the only other obstacles are a 
conple of lines of cars behind two barriers 
across the road, However in zone 1 you 
have to drive Across a desert littered wilh 
deadly obstacles, your car can tire and fly 
up and down, and accelerate, but is still 
dependant on regular fuel replenishment, 
Meanwhile you're harassed by helicopters, 
missiles and static guns. All of these have to 
be wiped out bctore going on to the next 
zone. 

Zone 3 has you flying over a waterway 
on which submarines pop up from time to 
time. You have to bomb al! th© submarines 



and shoot tighter planes to move further on. 
The supply of bombs is limited. You are 
without llie shield which in the first two 
zones could protect you against bullets lor 
a short time 

In the final zone you have to Idll the evil 
gemus responsible for the whole shooting 
match. I: is of course pretty tough as you 
drive through more new surroundings. 

To hc-p you in all the zones there is a 
scanner - wry useful but awkward, 
because it is horizontal while the route you 
Travel is vertical 

This is a competent shoot-envup which 
will provide a sough challenge, Two things 
siop it being even better: despite detailed 
graphics and explosions the use of colour is 






Ricky Steet go« 
for a deadly i troll 



woeful, and there just aren't enough stages 
or variety to them for She game to really 
last. Not a bad buy. though, ;f you're loo- 
king for a skilful shoot em up 

BW 



FIRST-DAY TARGET SCORE Get to zone 



GREEN SCREEN VIEW 

77te bullets can be a bit harder to see, 
but the game certainly Isn *i Any less 
colourful m green. 

AW 



GOOD MEWS 

* Detailed graphics and explosion*. 
Tough and skilful action, 

► Four stages requiring different skills, 

► Forward and rear attacks mean you 
can 1 ! afford to relax at all. 



6 



W 



► Awful latk of colour. 

P* Not enough variety in the action . 



GRAPHICS 



SONICS 



GRAB fACTQH 
STAVING POWER 



A A RATING 



61% 
«% 
70% 
GZ% 
65% 



mm 
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ONLY THE BRAVEST FLY ... 




AMSTRAD 

464,664.6128, 

COLOUR OR GREEN SCREEN 

TOMAHAWK - a stunningly 
realistic flight simulation that 
puts you in command of an 
Apache Advanced Attack 
helicopter. Flying low over a 
spectacular 3D real world 
display with over 7000 ground 
features - TOMAHAWK puts 
you in the hot seal. 

Ground attack and ai r-to-air 
interception is the challenge - 
day or nigh? in the Ihick Ol Ihe 
battlefield. Your combai mission 
is to locate and destroy enemy 
ground forces. II could be 
science fiction it isrft - the 
Apache is for real P . the 
meanest deadliesl cofnbai 
helicopter ever. 
You have the weapons, the 
machine ... climb in and prepare 
tor take off! 



BY D.K.MARSHALL 

ADAPTED BY DARRELL D, 
Cassette 9,95 Disk 14.95 

■ Spectacular 3D cockpit view 
Willi over 7000 ground features 

■ Authentic aembatic 
performance 

■ Ground attack and air-to-air 
interception, with laser guided 
missiles, rockets and 30mm 
gun 

■ Do p pier navigation and targ«t 
tracking 

■ Day 'Nig hi vision systems 

■ Ctoudy. Cross winds, 
Turbulence 

■ Pilot ratings - Trainee to Ace 

■ Impressive sound effects 

■ Pilots Nates 




ONLY ACES SURVIVE IN ... 






AMSTRAD 



464, 664,6128, 

COLOUR OR GREEN SCREEN 

NIGHT GUNNER -The 
amazing air battle scenario 
that stretches you to the very 
limit - guns blazing, enemy 
fighters attack from aU 
directions - 3D ground attack 
sorties and there's still the 
flight back home. 




• 



BY R.J. SWIFT 

ADAPTED BY TIM MOORE 

Cassette 7.95 Disk 13.95 

NIGHT GUNNER is an action 
packed arcade game based 
upon a Second World War 
scenario. You are Ihe gunner 
and bomb aimer whask task is 
to defend your plane against 
enemy attack and destroy ihe 
ground lorces in each of th# 
challenging missions. The 
rewards are high lor the expefl 
marksman, but beware f The 
battle becomes tougher with 
each new mission. 

■ 30 ground attack missions 

■ Realistic 3D effects 

■ Explosive sound 

■ 1 or 2 players each with 4 

levels of difficulty 

■ High score table with medals 

■ Self demonstrating title page 



AMSTRAD CPC 464, 664, 61 26 



Night Gunner 
Night Gunner Disk 
Tomahawk 
Tomahawk Disk 
Fighter Pilot 
Fighter Pilot Disk 
ATARI 

Fighter Pilot Disk 
Fighter Pik>1 



□ £7.95 

□ £13.95 

□ £995 

□ £14.95 

□ £8-95 

□ Et3.95 

□ £12.95 

□ £995 



SPECTRUM 

Night Gunner 48K □ £6.95 
Tomahawk 4&/12BK □ £9.95 

Fighter Pilot 48K □ £7.95 
COMMODORE 64 

Speed King Disk □ £12.95 

Speed Krng □ £9 95 

Fighter Pilot Disk □ £14.95 

Fighter Pilot □ £9.95 



VAT and p.&p. inclusive within UK 
(overseas inc. 55p par cassette* 



T«* Sates 

(9278) se«rc 



pinase sBfid to Q|Q|~ry^|_ 
INTEGRATION 



Pltfass defcit my Access/Visa card no 

EXC 



IX 



n 



Watchfnoor Trade Centre, 
_ Waftchrnoor Road, 

I Camb&rlay, Surrey 
- 1 — 1 GUTS3AJ 




Expiry dale 

Cheques mads payable Ed Digital Integration Ltd 
i enclose a choqu aP.O. for Total 



Trade and Export enquirin 
welcome Lifetime Guaraftwe.. 



Name 



Address 



hi 
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INTERNATIONAL 
RUGBY 

Ar[tc. C7 cms, 1)2 95 disk, inystickar keys 



Tlus is the fust time I've seen a Rugby 
Union simulation on a computer, despite 
the plethora of simulations for other sports. 
The reason for thai lb probably the difficulty 
of recreating a sport that can be a? free- 
flow] ng as soccer and yet have set pieces 
not dissimilar to American football. Unfortu- 
nately I think this has failed to overcome 
those problems, ending up more like a 
kick -and- run soccer game than a rugby 
game requiring lots of intricate passing 

The matches are played on a pitch that 
covers three screens, viewed from the side 
of the ground At either end are the posts 
where tries; and drop-goals can b« scored. 
When the player in possession runs off the 
edge of the screen, it flicks to reveal the 
next section of pitch. There are seven 
players on each side and you control (he 
one nearest to the bail, who will have 
different coloured hair. 

The player m possession has three 
basic options: run with the bail, kick it or 
pass it to another player. Passing is ex- 
tremely difficult because of the confusion of 




SECOND OPINION 

tfyou ve ever played or watched 
rugby you l fl probably wonder wh*it 
it's got to do with this latest Artie 
classic Rugby, as I remember it, was a 
fairly complex game involving a great 
deal of passing and a limited amoun r of 
kicking* Artie however think it's a 
simple |)00A4fTHJp< No rucks, no 
mauls, no three-quarters to pass W - 
just kick the thing. 

JLW 



players on screen, so the most effective 
method of making progress is to run with 
the ball till an opposing player closes in, 
and then whack it up field trying to regain 
possession afterwards. 

Once in front of the opposition's posts 
you car. go for a dropkick or try to go over 
the line for a try. If the opposition are in 
possession you can gel the ball back by 
iiirming into them or by tackling from 
behind. Each successfully performed score 
or tackle will produce a cheer (white noise] 
from the crowd- After a try is scored the 
conversion takes. lt T s shown on a panel 
inset on the pitch where a cursor aims the 
ball, but the gusting wind may blow it off 
ccwuse. 

There are two set pieces in the game 
for when a ball goes out of play; the lixteoul. 
which stretches ail the way across the pitch, 
and the sctrunx You can't affect cither of 
these - fhey happen automatically. It's just 
a matter of trying to pick Up possession 
afterwards. 

Cfcie or two players can play, and both 
can take part in the five-nations champion- 
ship, where each team plays four matches. 
There ate also two skill levels which affect 
the speed of the computer player the 
harder level making them toucher to catch. 

The major criticism of the game is mat 
intricate passing manoeuvres are impo- 
ssible and the game just becomes a matter 



of kick and-run to score points. There are 
other niggles as well: the ball is round, the 
figures are small, the set pieces leave you 
with nothing to do and the screen is a mass 
of confusing action making it difficult to tell 
what's going on. Despite all thai, the game 
can still be enjoyable if you play with two 
players, particularly in the championship 
option. However even that won't interest 
you for long because this just isn't rugby, 
it's more like a soccer game with a couple 
of frills. 

BW 

FIRST-DAY TARGET SCORE 

40 points against computer 




Not w'fl'undffp but 
kick and run 



SPEED KING 

Mast«TUomc. £1 .99 cm. joystick or key* 



One of Mastextxonic's all-time best-seDing 
tides was Formula One Simulator, which 
these days looks outdated. This new offer- 
ing takes you on? of the car and perches 
you on a high-performance motorbike* 
where you can ride against 19 computer 
riti&rs on JO different grand-prix circuits. 

You begin by choosing which track to 
race on. Each has different characteristics: 
Silverstone with its long sweeping turns 
and straights is a very fast course, while the 
Spanish track is Mil of twists and turns to 
stow you down, YioaTl naturally want to 
practice on your chosen track before going 
into a fall race- You can do that for as long 
as you like, trying to set a fast time and 
learning all the bende and how fast you can 
take them. 



SECOND OPINION 

It 's not the best racing simulator 1 Ve 
ever seen p but it is a lot of fun. The 
opposition can be very easy to get 
past even ott champion level but they 
stili represent quite a challenge on the 
slower tracks. I wouldn 'fiiave minded 
some sort of rear-vie w mirror, but 
what do you expect for £1. 99? 

JLW 



The bike has six gears and a top speed 
jQf SfiO rnph, ton wxm'f get up to that on any 
but the longest straights, but most races will 
be spent in fourth or fifth gear at between 
100 and 175 mph it you're going to do well. 
When taking corners you lean the bUee 
over ami try to gauge the speed so that you 



W 



^ Two-player championship can be fun. 
* The first rugby simulation. 



D 



N 



w 



P- Plays more Like soccer than rugby. 

► No intricate passing possible. 

► Set pieces allow no player 
involvement. 

* The worst rugby simulation, 

CRT EN SCREEN VIE W 

No worse than the colour rarsfon. but 
then what could be? 

aw 



GRAPHICS 


31% 




IONICS 


51% 


-mm 


GRAB FACTOR 


3B% 




STATING POWER 


&% 




■;v»Sv: 


A A HATING 


31% 


.'.'^-.v-r-'v 



get round as fast as possible but without 
failing off. Too feat and youU skid onto the 
grass verge and crash- 
When you feel ready for a race you 
have to set one of the three difficulty levels 
and decide whether to have 2. 4 or 6 laps. 
You begin at the back of the pack, who stay 
in more or less line-astern formation all 
round the track. This can make them tough 
to get past on corners. If you hit them you 
crash, losing precious time. Certainly on 
the faster tracks you should quickly be able 
to beat them, but on the tighter circuits they 
are much icugher to beat 

When you're good enough the races 
become more of a time trial titan a compe- 
tition against the 19 computer riders. A lap 
record is kepi for each dread- This means 
players can compete on a lime basis even if 
not at the same time, and seek to set the 
best total race time for a circuit 

The driving sequence is well done: 
sorne good use of colour and a suitably 



► 10 different tracks to hla«t round. 
* Good graphics and use of colour, 
fr- Constant challenge against the clock. 

Mile s better tlian formtiJa J 
Simulator. 



► Computer riders aren't very 
coTEipetiH ve . 

Beating the clock may not be enough 
f p keep you hooked. 
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INTERNATIONAL 
KARATE 

Endurance Games, £7.95 cbsh, £12.95 dish, 
joystick or keys 



The software house is aptly named in Shis 
case. Not only have we had to endure 
months of wait for the game but now we 
have to endure two men beating the lar out 
of each other on screen again. To say that 
the combat-game motif had been overdone 
a little would be an understatement, and I 
for one am fed up to Ihe back teeth with 
them particularly when, like this one, they 
have nothing new to offer. 

hike most previous combat games it r s a 
two-dimensional &ncoumer, the two figh- 
ters having one of six famous landmarks as 
ihe backdrop lo their bone-crunching activ- 
ities . There are 16 possible moves, 8 with 
the fire button pressed and S without, but 
you probably won't end up using all of 
ihejti. One or two players can play, the 
winner of a two-player game going on to 
face a computer opponent. 

The six computer opponents appear 
against different backgrounds and to get 
through to the next one you have lo defeat a 
fighter twice in throe bouts. Each boui :s 60 
seconds long, in which time you have to 
gain two points (yir. fit yang symbols) by 
felling your opponent. The judge will 
award half or full points and the corre- 
sponding score. Al the end of sach bout ihe 
time remaining la added so the victor's 



score. 

If no one gets two points then the 
fighter with the most points wins; a tie on 
points results in a rematch. t£ you can win 
two bouts then you progress to the next 
fighter, who is of course tougher than the 
previous one and equally intent on pulping 
your head. In between fighters is a bonus 
stage where yon smash tOes but this just 
involves hitting a key at the right time to 
smash as many as possible for a bonus 
score - not much skill in that. 

Get past all six and you become the 
international karate champion. But it's more 
likely that you 1 ]] end up with your face in 
the dirt and multiple fractures all over your 
body. 



SECOND OPINION 

Finally something new ifr ihe world of 
combat games? pretty bits of scenery 
in the background* What d'you mean, 
it s boring? Okay, so the gameplay is 
like every oiher combat game you've 
overseen only not quite so good. Fair 
enough, the graphics cf the fighters 
are smalt and overtop confusingly - 
but at least they boat each other 
senseles3 in front of some great 
backdrops, and that's 7/hst counts. 

AW 



The computer fighters are feat. If they 
decide to perform a killer of a move there's 
nof a lot you can do about it They're 
impossible to anticipate and you'll need 
superhuman reflexes to respond to their 




a training engine noisr^ The opponents 
aren't very realistic in their behaviour but 
your b^e & great to control and responds 
well. Not quite enough competitiveness in 
races but still an excellent game for the 
price. 

BW 

FffiST^BAY T ARGET SO DEE 

Uiijdcr-^*secx?nd J^p it Silvcrstone 



GREEN SCREEN VIEW 

Loses a lot cftts appeal* but it s still 
every bii as playable 



AW 



GRAPHICS 


60% 




SON ICS 


62% 


mmm 


GRAB FACTOR 


74%i 


w®mm 


STAVING POWER 


60 V 4 
72% 




A A HATINtj 





attacks. That means £hc only way to beat 
one is !o devise your own gameplan and 
stick to it, hoping that you're quick enough 
and get in the right place fo finish him off. 
The best way is to get familiar with a few 
moves that you cart use automatically fbr 
defence and attack and stick to those - 
trying lo use all IB is bound to end in 
disaster. 

The animation is good, Although every- 
thing happens so fast that you won't have 
time to see much. The landmarks are 
drawn all right but have nothing to do with 
ihe game. The gameplay itself is just like 
Fist or Sai Combat, only quite a bit Caster. 
The computer opponents are beatable but 
it s incredibly frustrating to have them nip 
in an attack thai you hardly have time to 
scc ? never mind do anything about. 




Thexe 4 s nothing new hers &o it's only 
rea]iy of inierest to the newcomer <o com- 
bat games (but they'll find this one tough) 
or the combat addict looking for a very 
tough game, 

BW 



W 




t- Good backgrounds and animation. 

► Six very tough opponent*. 

* Mic& soundtrack accompanies the 

fighting. 



W S 



How unoriginal can you g*t? 
P- Com put er opponents are ju&l too fast 
and deadly at times. 

You'll probably end up smashing the 
desk In two in frustration. 



GREEN SCREEN VIEW 

Can get a bit confusmg trying to work 
out which one your fighter it* but this 
only adds in ter&st to tft& game play, 

AW 



GRAPHICS 


62% 




SONICS 


28% 




GRAB FACTOR 


54% 




STAVING POWER 


58% 




A A RATING 


53% 
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MUD i& actually part of a small empire of British Telecom 
companies set up to export the commercial opportunities of new 
technology Pin -st r sped businessmen may thrill to the sound oi 
Hotline (a set- up that provides up-to-date company info and 
news an-luie.', others may wax lyrical about Cabtetext, or 
PresteX, but the Miriti-User Dmg&on is very deat to BTs heait, 
mteractiva gamas are an essential part erf its business 
strategy. 

The reason is simple. Research indicates thai 30% of 
computer owner* will end up buying a modern - and m the UK 
alarm that means around a million modem users Many of them 
will warn to play a game that you can't copy, that coats you 
martey, Md of course that compels you 10 use the phone. And 
then there are plana for a French MUD, and perhaps a German 
MJD< and on and m on. So if you wonder why rich BT ia 
bothering with the likes of us adventurers then wonder again: 
money 1 

High: now she ft? about 450 active MUD user a ~ hardly big 
bu sine as - but the cusiomer base m growing at about 20 a week, 
ajid to encourage it there's been a revolution in price. The 
starter pack, which bnngs you all the info you need plus ihree 
hours worth of credits, now costs only £4.95, That's got to be 
excellent value for anyone with a modem, and for anyone 
without one it s got to be a good reason to rush out and buy one. 
And if you're prepared to fork out up to £150 for 300 hours 
worth o( credit then your connect charges are going lo be right 
down to SOp an hour. 

Even when you add your phone bills (SOp per hour a! local 
rates), the Pilg's main reservation expressed a couple of months 
back: about price has been removed at one stroke. MUD still 
isn't cheap, but H is affordable. And with the growing use of 
modems It is bound to grow rapidly in sij*e from now otl 

ft** even more affordable because ihfc other major change 
the Pilg noticed on his visiJt to Ealing was the way the system has 
speeded tip. The infurtaung pauses are very much reduced - so 
noi only are the bills less but also you get in more actual play- 
tuna for your money . 

fc in tfie end/ says Tij the Arch-Wizard, who hosted my visit 
to Ealing, 'the speed problem was narrowed down to a small 
section of the code, but when you're dealing with 60,000 lines oi 
Pascal finding ihat small section can be a ptoblem! We hired a 
consul tant, and he located the offending bit in a matter of hours, 
as a result ol which the speed has improved no end/ 

This improvement in speed has really sharpened up the 
game,, in the Pilg's opinion. When we last touched on the 
subject, speed (or the lack of it) was one of my main objections. 
Together with the lower cost. I reckon this improvement is 
crticial in making MUD an attractive proposition for adven- 
turers. So perhaps it's juat as well that the current sel-up can 
handle up to 100 players simultaneously, though currently there 
are likely to be only about a quarter ol that number on-line at 
apyone^ lime- 
Not ihat that's a bad thing, since even with 800 locations a 
world can get just a bit too crowded. Fighting l s fun but you 



The places you can travel to with your modem are many and 
varied. Apart from Compunet MUD (an earlier version of the 
game still available to Commodore owners). Essex MUD {the 
original* etui running sporadically on Essex University's, main- 
frame) and QJher preienders, there's also Shades, the new 
Micronet interactive game. Stay tuned for next month's investig- 
ation „, 
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don't want a savage encounter around every corner. Half the 
problem with running MUD. it seems, js paying attention to this 
sort of problem and constantly adapting the game to suit the 
number and nature of the players. And this, it turned out, was a 
keynote in my MUD education at Ealing - the problems of 
running a multi-user game are enormous. 

First, you've goi the problem of bad behaviour. While we 
were seated at our beautiful DEC scrolling terminals - no 
squinting at the home telly for BT's Mudders - the following 
message flashed up on the screen: a A male voice in The distance 
shouts, "An shit!'" 

Immediately my companions Sputnik and Tij leaped into 
action, Tij h as an Arch-Wizard, ftafc a character profile that 
includes a flag called / God', I kid you not - his powers withtn 
the game are ahpofii limitless. Within eeoonds the offender s 
playing name (or persona 4 ) was up on she screen together with 
his history, -liis accouar number and at! other necessary inform* 



ADVENTURE 



ation. "I can atop someone playing - permutenflY. if I want to." 
says Arch-Wiz Tij. He wouldn't hesitate i& use that pow^r if 
someone abused his or her position as a MUD player r though in 
this pAv-Hfn^ar instance th« offending player was simply warned 
off. 

Saying naughty words is one tiling* b&t undermining the 
structure of the game is of course tar more serous. Currently 
there £re 12 wizards. Each tt&S pow^r lo come and go as ha 
pleases, to put ihe finger of death on another play&xs, to flnwp 
on them, and generally to offer tti^m help or hindrance as their 
whims dictate. The possibilities for abuse of this power are 
endless, so Tij and Sputnik along with other BT staff spend a lot 
of time educating the wizards in ihe art of good behaviour. 

The real problem with the game, howaver. is its fri2*. With 
the hardware being upgraded to allow 200 simultaneous 
players, won't things get a little crowded? And what happens if 
you get too many wifcarda - will they roam the Land together 
putting the finger of death on ali the poor mortals like you and 
me? 

'Other companies have grossly underestimated the dif- 
ficulty *sf Ttiming a multi-user game*' says Sputnik. It s not just a 
question of writing the game, it's a problem of maintaining it 
Mega vrar^m the States had ;o completely reset the character* of 
the players every four weeks until people learnt good habits/ 

On BT MUD r for the moment at any rate, the *ffc*m of Tij 
and his pals have shown remarkable results. During my time on 
the system I was impressed by the courtesy of wizards towards 
one another and other players and their willingness to help 
beginners. As for overcrovrdingi 'When it does get too 
crowded," says Tij, "w^'ll split the game mio two or else 43*pand 
it. " There are already another 200 locations to add to the current 
800. just waiting on disk ready for use when needed . 

In fact playing MUD at this stage ol its development is a 
great pleasure. Elsewhere on the page Tve included a few 
excerpts from the game as it was played m the company of Tij 
and Sputnik, who were kind enough to show me what Life is like 
for a wizard. 

Since becoming a wizard is the aim of the game, you may 
wonder whether it's really worth all that effort and investment. 
My feeling is that it certainly is - how else can you spend an 
evening hobnobbing with your pals when the fancy takes you, 
snooping on complete strangers, and tally ^hoing across one of 
flie largest interactive-game universes? Believe me* life as a 
wizard is the nearest 1 ve seen to complete interactive wish- 
fulfilment for some time. 

And there's more to come. Along with improved speed and 
lower cost have come some ambitious plans tot the future. 
Intelligent mobiles are on the horizon, bringing to the game the 
sort of possibilities that adventure programmers have tried u> 
exploit ever since Thorin first started singing about gold in The 
Hobhiu fMs are computer -controlled beasties and beauties who 
can wander From place to place, manipulate objects and 
generally behave (cr misbehave) in an apparently autonomous 
way. YouTJ be able to speak to them, fight with them and even 
tickle them! 

In fact tickling in MUD seems to be all the rage at the 
moment. It's a good example of the way the game can change 
from one day to the neat. 'Ifs just a fun interaction,* says Tij the 
A-Wiz. 'you can also hug and kiss/ 

Hxxurunm you can also have some other rather odd things 
happen to you. *Youi sex has magically changed to female/ 
reported the game at one point while 1 was playing, 

Ah, these wizards - always game for a laugh. There's no 
doubt, however, that with a total vocajb of just over 1,000 words 
(and expanding). 80Q locations, and hugging, kissing, and 
tickling, there's plenty to keep you occupied- Unlifee any off- 
the-shelf adventure game, this one is always changing. 

The problem with MUDS complained Sputnik, is that 
we've had to do all the trail-blazing/ You can understand his 
grievance. The system has had to son out all the problems 
associated with on-line games and t occasionally, take the media 
flak whiSe they did so. 

However, aittung there in the centre of operations, watching 
the modems flicker as the players log on, it was easy to see why 
a spokesman for BT was able to claim that ATOP is potentially as 
big as the satellite arid cab it* industries we're always hearing 
about - both are poised for take-off. 1 ■ 



The speed's better, the cost is down, and that removes the two 
main criticisms usually levelled at MUB. Now that we can 
seriously consider playing it how about getting a closer look at 
what goes on? 



1 Cfrttirte started 

Here you or« in 
the Pixabeman 
Teti-Eoom, rhe 
very first locoltoi> 
bn Ihp. gcEfne mo* 
□It Mutfder* enter 
each timp they 
itarf ploying. You 
can't leave St 
until u you perform 
one simale action. 
Be genteei, and att 

W-:t D€ We|| 

1 Out and About 

The location 
aetcrialians in . 
MUOcr* often 
y fcrtajlhy - 
aiie* oH fh*y*ve 
ycr abov* 8 
^Tit gaby iff* a* we 
memory Jo piay 
winM there or* 
cuffenHy 800 
location* wim 
owW 200 an 
disk ready fa be 
entered info the 
gome wfl*t 
needed 

3 Waking friend* 

A certain Duergar 
{ehe*4ierc In Hi* 
cjp:Tie-J 'itn *frnt mc 
o metraee <n fctng 
if I <*ronf !o lew 

yp, NofyfOii y, 

being; a fruiting 
Piigk I repiy in the 
attrmathre. tf only 
:M known! 

4 „, And Sn 
trouble* 

Who'* This iww-.e 
Ducrgo^l He ask* 
me round la team 
up and men has 
me coughing 
blood? l he 

k*>Q*t tvHk? t am?! 
Obviously no'i 
Moroli trust no-one 

5 Dangart Wixard 
at walk! 

tf you make a 
with 1 if wlU be 
tranunltfed to th* 
wctardt in the 
game to* 
contidefotian. 
SomeHm« f 
however, you'ti 
find the^tnleffere 
without yavr 
o-skiintj 

6 Treats ai wM 
ai tridu 

Vn, life can be 
tricky with *Fiard* 
around! But they're 
nal otwoyf SO 
irrconnderan?: 
witness this 
exchange where 
the CawCed 
Crutader needed 
o spot at Ooht on 
the pfoctedfcgi 



EL 1 i hbb. 7 H>3 7 = J..3C . 

TH16 «1y r PEK~3P F«W IS UKCRt ALL MID A5>VHT7UHCa STAftT. 

ITS EStPOSED 7..S.-: JIAXS A.MC Z£T1 , VB^VBT-CflrtOtRMi rUPIilT^aE TP^SPE 

■54JT J lit 3 IK AT ET^AMGE, TT ftKHI.M. A eF*?Sfi jf fjt<r£3l J jY AMU 

& EC0I1UK PRIVAtLE, JUST A FUEL 1 MC CF KttitHtP VI TH TM^S V(tO # Llflfc 

TfOL', SEEH tKEti :hjt:^? in tks: l ajtc . kncisr TiU Aftf SUlTJUis 

TPKJfDaSD r ¥BU MATC ^JiTTIR THAT DOHATH &Y .%7FE?*S»?i t^*0W* At* 

TC THE Nf-TiTH; HQVEVES, "f0"J ME ^rELC0«£ Tt3 ITAK FOj? 
U LOfliS rot LI F.I: j £I?E Lnu IJ^A Afl M WA?CM:Ka YIU£ MHtll W Br. 
•SltAN^v TMt HIPjZ^E IS HERE. 
D0MK THC ^UEST :S ■■CEPi- 



UDlV-fAVB^ H-3AD. 

ICU FLSO YQUHSE-P TjM A BAJLS-PAVTID *f>ECH JWTIW^CS Tl: THR 

si AST Ai-0 W337. BfCE'TH AEiQ JT0BTHWT tfi THE LOWER ^KCLC.Hf DP A 
MflfLmTAlH^, WH.E.CH B L EB*£. W BE YHKlJ TMK ^ - Ti : .1 TJ" DH £ li-i T IS A TAHD. 
Hl«ISXJtS TO AN IMtf WsiCfc' CAM » HUT JU1? MtYMIb IT. i'XJTh u A 
HTAft PATCH* AMD SOUTH tft^T TH£ POOTftlLU A K jfil ]riS>$t££jwi 
WMPTAIS . H0MI-3BST U A 3£t? VALLEY, VHiSS! VK4rCf!N SL^?ZS HISfL 
W TO Tti.fi PtiOlHlJLLS Clf A HDVMTAiH WjMS" HAJtSTtC S^Jtt- Tilt VflU 
IS ^UITE EHEJlT: sil'AA 1MU . 



bXATLN TRACT. . 

SiL-J'Xi C« A B DUCK EAE7 - WF.n? TRACK WttH A flfiKT^ FQREDT TD THI 

N»I K.TH AMI PASTURE TC THE BQ-rTH. 

□■LERQAR TEtia YOU *¥ANMA TEAM "l ! PT* 
r 

□ L HH<i AH "Wtt SUTt WHBEi AJLE fEKtf 
■■ 

CLEItGAE TELL a. V C U "EAST PASTJHF ' >, BAlIK ftp -^iStf* 
V 

I t2I¥ THE VAR5. 1 ■! 5. HAE JU5T AftP X"^ip. 
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D j£E JAR fA¥£ -HIV 

i 

'Ml I MADE IT" 

Ei'JEP'jAH 13 ABOUT TC ATT AT K. ¥CW. 
■ 

THE VIOLEHCE OF A FLUKE PTBCE OF FI0HT]NC *1C ^UE^UAK nAJKES UKDL 
OimCIM HJ-DOD. 
L TAM 1 N A" t J / 5 b j 

>QTJ INEFTLY BTTt I YJL DUEEGAK ¥lt\-* A* EMSJlCtT L ATTACK. 



L.JER.-.A3 TELLS "KAHAK - 



TOU - H AVE ^ !J" DRtfLY AKD- KADI CALL! BX IQHE TSlPPtEDl 
CRAMRt THE HEBQIHE HAS J J ST LETT. 

i 

TOM 3U5.5EHLK AJi& HA3ICWJ.1 ni-SAiKa-D fs"jy. AyiL.Ts WALK I 



:T P | 'iC DAfiH FCfi 5fOL? TO SKfe A+lTML?^. 
■ 

VI EK -PLI.AEE MAY I HATE A CLDtf h 

KOU MAM SUTjCEHLY AM5 KAC3JTALLY STARTtP CLOMUtfll 
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THE BOGGIT 

CRh, £2M »ib„ aLI GPC models U 

Fo- lower* of the srrait and narrow path witl have already made 
the acquainting of Robin oi Sherlock and possibly even 3&r&d 
of die Rings, two dainty hi tie comedios from the pens of Delta 4. 
Th& Boggitis their laicsi oeuvre, being a lakeoff of that kulc 
known Melbourne House adventure released a few years ago. (l 
Those of you who may jusi happen to have played the 
original Melbourne House game will doubtless have been 
yr.lrar.ced by its interactive ch.iram^i^ its stunrung graphics, 
and its tortuous gajr.^pUy. Now you can get the low-down on 
what life was really like m Muddle Earth, and disco ver rot only 
what Binibo Baggins does ir, his toilet, but why Trolls never 
wash their clothes. 

The Boggit us standard OuiU/Hlustraior stuff an far as format 
is concerned > bui Delta 4 puLL their usual "nek of giving ±& 
illusion d having mterricEive characters using ihe TALK TO 
PERSON followed by SAY MESSAGE sequence of instructions, 
By first signalling youi intention to talk and then SAYing things 
you can give ihe antiquated Quill parser the appearance of 
accepting some quite complex insl ructions. 

■ I very much enjoyed playing ttus game, The layout of ihe 
adventure and the piot ]s sufficiently similar to the angu^l \o 
give one a feeling oi cosy familiarity, but at almost very nun 
things go subtly (and sometimes unsubily) astray The text is 
lengthy and sometimes prints up screenful 3 at a time in 
response to repeated key presses; bui much of tt & well- written 
and original, as when Bimbo wakes up with a hangover that 
contravened lora] strategic arms Limitations," 

Like Bored of the Rings, this is a must for any player who s 
fed up with hair be l ween the toes. Sometimes the good humour 
erodes rather over the lop but the puzzles are logical challeng- 
ing, and inventive. Delta 4 have been instrumental m establish- 
ing the satirical ad ventre as a serious contender for ihe empty 
spaces on your shelf, and this game is up to their highest 
standards. # r 



| The froggat 



MnplMi tnterartkn Otallentfe M**fl 



CLUE-SNIFFING 



Okay Fikjs, here be ye Cowled Crusader's regular dose of 
problem solvent. Don't forget that all contributions to the Clue 
Pot axe moat welcome, so if you're bursting with helpful advice, 
jot it down and send it off to the Pilgrim's CLue Pot t c/o 
Amstrad Action, at the address at the front of the mag. 
Remember to slate (1) the name of the game (2) the problem 
and (3) the solution. 

Don't set off on your quest without blanket, torch, and 
transporter 

The king oi the jungle goes hippetty-hop. 

Break pyrites into small pieces to get them back along the 

narrow crawl. 

Kentilia 

At the river, swing across. 

Rescue Timandra from the Marsitzats and return her to Zclda for 
a lift. 

Examine the large Urga-Maul more than once. 

H&roes ofKsrn 
Bcren cm kill bal with falcon, 
Khadim can kill Pirate with dagger. 
Vampire can be killed with cross. 
Witch can be killed with water. 

The Boggit 

Stay out of the living room until the chocs have gone off* 
Use your knowledge of the calendar to enter combination. 
Lux softens the loughest troll 

Price of Mapik 
Jewels cut mirrors. 

Don't fcQI unnecessarily or haunting becomes a problem. 

Seabase Delta 
Blow bubble to wake hem 
Torch is useless. 
Short-circuit switch with fork 



To The Pilgrim, 

My ■"avauriie ±re# adventures are 
1 Game — , , , „ i. 



Company. 

2. Game: _ 
Company , 
3 Came: _ 



Company:, 



My [edacjns for pu'tjnq" game 
number one above as first choice 
arfi ■■ '." ■■■ 



V^r- 

CHARTS 

No charts this month 1 am afraid, 
hut keep sending in your voles 
as they will be back next month 1 




If E its a ._i T kv F.Lgrirr; and wtii a 
free game I shouid like jo rec£* 
iv^ a copy of 



My add : ess is (BLOCK C APTT* IS 
ONLY 



Contact the PIIq! 

The Pilg is particularly interes- 
ted from hearing from all yon 
Wandering Souls out there and 
will do his best io include your 
correspondence in these 
columns whenever space pei- 
mils. Contributions to the Clue 
Cauldron and the Clue Pot are 
especially welcome, particular- 
ly for lesser-known games 
which may not be getting the 
coverage they deserve. 

Please remember that I'm 



not a Helpline and cannot give 
help on individual adventurers' 
problems - that's what the Lords 
and Ladies are for. so use them 
well! But for the test of you, Fm 
contactable c/o Arn#£rarf Ac- 
ficw, The Old Burn! Brunei 
Shopping Precinct* Soraerton, 
Somerset, TAll TPS, or if you 
have a modem, on BT Gold 
83JNL251 or on 

Prestel f Mjcronet 9 1 9934894- 



WHAT ! 

SURELY YOU'RE NOT STILL WAITING 
FOR THAT GAME TO LOAD ? 



ISN'T IT ABOUT TIME YOU BOUGHT YOUR 
SOFTWARE FROM AMBYTE, THE ONLY COMPANY 
WHICH CAN SELL YOU GAMES SOFTWARE ON DISC 

AT CASSETTE PRIC ES 

3 HERE'S HOW IT WORKS fc 



From Ihe list below you pick the games you wanl, and we put Ihem on disc - easy isn't il? We call them custom 
com pi (a) ion 5. The advantages a me clear; you benefit From the loading a peed di*c games otter, so you get more out of 
your software, hut you dorYl pay any more than if you were buying the games on tape. Nol only lhat, many of the games 
we offer wouldn't be available on disc - where eke could you buy a MasterLronic game for £1.99, on disc, if it isn't from 

AMQYTE. 



ACTIVISION 



ACODi G^TOslbu filers 9 99* 

ACOO 2 M i ndshado* 9 99' 

AC0Q3 MasiBf ol ihe Lamps 9.99" 

ACOO 4 Rescue on Fradalus 3 

AC005 Ha ctar 9 99* 

ACOOS Bar-ry MoGuigan Boxing 9.99* 



A L UG ATA 



ALO0 1 W ho Dares- Wirts 2 a . 95 



MASTEfTTROMC 



VAC 01 


Firdyrs Keepers 


1.99 


VAC 02 


Chifler 


1.99 


VAQ03 


Nonref rawous 


1.99 


MAO 04 


Locomotion 


109 


MAO 05 


Sou! crt a Robot 


1 99 


VA006 


1- omul a Ore- Simula lof 


^m 


MAO 07 


One Man and His Droit* 


1 99 


MAO 03 


Caves Of Doom 


1,99 


MA009 


Into OMMpfl 


1 99 


MA0 10 


Spe 1 Hound 




MA011 


The Last VB 


2.99 


MA0t2 


Kan* 


1 99 


MA0 13 


Radzone 


1.99 


MAD14 


Five a &c*> Football 


2M 



MIKRCMGEN 



MKMl Bailie «l lh« PIjiwK 9.95 
MK002 rhreo Weeks m Paradise 0.95 
MK003 HertwnVs Dummy Run 9.95 



US GOLD 



usnoi 


Beachhead 2 


9.95" 


US002 


Impossible Misskki 


995* 


US003 


Wniinr Games 


995 


USOOd 


11 el urn io Oz 


995" 


USOOS 


Bruce Lee 


9.95 


usoos 


Goantes 


995" 


US007 


Zorro 


995' 


USDOS 


Bunlighl 




US0O9 


Oanibuscers 


9 95 


US010 


Kuno. Fu 


9.95 


US011 


RcjuNv Hob 


995 


US012 


Gesert Fot 


9.95 



lIiTk^i-.f- E Tt SOFl vVAHf. OlSl OlS 



GREMLIN GRAPHICS 



Gn:-ci 
CP:-C2 

GROQ3 
GR004 
GR005 

nun 

K J00 1 
KU002 
KJ003 
KU004 
KUO05 
KU007 

Kuooa 



MARTECH 



Thing on A Spring 
Way 01 The Tig*r 
Super Sleulh 
Bouncer 

Monty on ine Run 



B95 
995 
B.95' 

a. 95 
e.95- 



51 a r Avenger 


695 




5.95 


Rgdt Raid 


G.95 


Fruity Ffar* 


G95 


Caverns o* Mart 


695 


Argo Navus 


695 


Renegade 


6 95 



MT001 Zoids - Th* flail Is Begins 8 95 

M . 002 Bnan Ja c*s Supc rslar B .95 

MT003 Geoll Capes Strong Man 8.95 

M T 004 San f ck &*np i'oker 8.95 

MT005 WAR 8.95* 



BRITANNUV SOFTWARE 



mCQ\ Play Vow CflrdR Rirthl 7 95 



Arnhem 
Desert Mais 



ELECTRIC DREAMS 



ED001 



Winier Sports 
Spindi^y 



MIRROR90FT 



MS001 
MS002 



Dy^icirnrte rtan 
Bcuidercasn 



PALACE 



PA001 
PACOS 



PS001 
PS002 

psoas 

S PS004 



Cauldron 
Cau!dron I 



Theatre FumM 
tialrfc lor Midway 
Unle ol Britain 
Swords and Sore* 



995 
995 



9 99* 



a.95 

995 



8 99 



9 95 
9S5 
9 $5 
9 95 



H HE BIRD 



CBC01 End usance 7.95 

C^0D2 Jug ge maul 7.95 

CH003 Formula 1 7 95 

CRD04 Blade Hunncr 8 95 



ELO0T Frank RTunn Boning 8 95 

ELO02 CotTifnarirto 8.95 

f^L«J3 BoirbJat* 8 95 

El. 004 Gltatiz HUACidHw:, fc 1*5 



FI001 




7 0S 


FI002 


Runesione 


7.95' 


FI004 


Cosla Capers 


795 


FIK>5 


Chime fa 


7.95 


FfcBOQ 


Thundefoirda 


3.95 


FIC07 


Wilto* Panem 


3.95 


FIOTB 


DonT Panic 


3 95 


r\009 


SiAftunk 


1.9© 


FI010 


Shorts Fuifr 


1.99 


FMrtt 


Tho Cornel Game 


70S* 



ORDERING {CPC 612S/SB4 & 46* tttftines anty} 
DON "t FORGE1 YOUMUSt SPEND AT LEAST £15 ON TWO GAMES. 
P ease den i ordef an y games marked wrth a slar H untessyouha^e 
letep^onerj us <cn vhe number bebw) to mak« sura ihey are ^vn laW& 
1 hese rr es were not available ai in e sime of our going to press bul 
should he when you read Ihts - but donl Late a chance- phone us. 
Otherwise your order rrigtiS gel defayed 

You can order as marry gamns as you like i iso a separate piece ol papar if 
>cu D^ef er p but donl lorgei any of iha dealai s asked tcr by the form . 



Code Number 



fjlle 




Tolal Order VdEuo 



Price 



Customer Code (if you have 
one pjea$c u$e it, it saves limoj 



Address . 



.Posl Codfl, 



Chr-quos and po^lal orders should bo m lido payable to AMBYTE. All 
orders should be posted 10 AMBYTE, 200 North Service Rd. 
Brenlwood, Essex. CM14 4SC 



fMPORTANT 

VOU MAY ORDER AS MAN Y GAMES AS YOU UKE SO LONG AS THE 
COMBINED VALUE OF TWO OF THEM EXCEEDS CI 5 YOU CANNOT, 
FOR EXAMPLE. ORDER SEVEN MASTERTRONIC TITLES UNLESS YOU 
ALSO ORDER TWO NORMAL PRICED GAMES. 




Talk to Max Headroom 

This month's lengthy listing is a bit different from anything 
| we've ever printed before. It's unusual, witty and it has no 
practical use whatsoever. (Okay, so that las! bit sounds a lot Like 
most of the listings we print.) 

The program's called GlGO t which stands tor that well- 
known computer saying, 'Garbage In, Garbage Out*. The 
name 1 ? very ap1> though you may have to use the program for a 
while to see why, 

Author is 15-year-old John Ablett. an O-levcl pupil at 
Horhury school, Wakefield. Wesl Yorkshire. 'This program has 
already proved to be extremely popular with the computer- 
studies group at school, ' he writes. 

The idea of GlCO is to let you hold a conversation with a 
little Max Headroom character at the top of the screen- Mai 
moves his lips as a message prints up on the screen. You then 
rype in your reply, Max mouths his reply to your reply, and bo 
on for as long as you're typing fingers) can stand. 

Max, being a computer-generated character, has a limited 
vocabulary. He only knows 105 different things to say including 
his standard start-up greeting, Hi! What do you want to talk 
about today?* However; this doesn'i mean that he hag to repeat 
himself. He'll learn your replies, and then throw them bade at 
you when you least expect them. 

Max isn't a very intelligent guy fc I'm afraid, bo the things he 
says don't always make much sense. The surprising thing is 
how often they do make sense, given that he just churns his 
phrases out at random. He can be very witty indeed, but this 
usually depends on the person he's talking to. Bear in mind, for 
the most part he s only repeating things you've typed in - so 
don't insult him or he'll soon slart being rude to you in return. 

THE PROGRAM 

The central idea of the listing is ingeniously simple. The various 
comments Max knows are stored in the array rS ; ] . and line 90 
selects from them at random. When the chosen witticism is 
printed it's replaced in the array by the comment you've just 
entered. This means Max forgets each comment a$ soon as he 
says iu so he can't repeat himself unless you do, This rep Lace- | 
ment system is very simple to implement - line 30 does all the I 
work here. 

Although you dp occasionally get your comments thrown 
back at you almost straightaway, you can find that Max still has 
some of his original phrases left after half an hour's 
conversation. 

TAKING THINGS FURTHER 

One obvious development you could make yourself would be to 
gel Max talking through some form of speech synthesiser. I've 
half a mind to try that myself with Superior Software s Spvfcli: :l 
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10 REH fc t>rOP De- JUx^ 1 * Cup? right J*C T flt>l^t 1 1 July J?86 
20 KOBE I: PAPER Z: BORDER 11: SYMBOL AFTER PRINT CHR*C23)J 

30 FOR a=0 TO 3: READ b: INK a p b ; NEXT a t FOR *-J TO 7 1 READ b* 

a- I TO 3: HEAD b^CLS ttb: NEXT a : DATA 0, 26, J 1 * 1 > I? * 22, 3* 7» 0, 
0, 18,21,2,6,1,0,2,39,9,24, 1 , 3, 3, 40 , 10, 25, 0, 0 , 2 # 15, 2,4, J 
3, 1613*7,0*0 

4tf DATA 25,^0,3,7,0,0,0,4,3,1,2,6^5,7 

50 WINDOW tt I ? 24 f 39, 2, A: PAPER Hl^llCLS H J .: WINDOW *3,3 t 3S r Jfi 
■ 23 

*U LOCATE Wl f 1,2: LOCATE *5 P 1 P 2- PRINT H,' GIGO Ci. Lu.t- * t 
CHR*(1A43 4" J.C-Ablett July 1936*: PRINT Hl, a MATCH THI 
S SPACE* ; LOCATE HI P 5, Ai PEN ill,?: PRINT HI, CUR* [2421 * 

"+CHR4(242J 

70 FDft a=l TO 3: READ c , d : PLOT c , 3B5 f 0 : DR A WR d , 0: DRAWR 0, -Q 
2 : DRAWR - d , 0: ERAWR 0,82: NEXT a : PLOT 15,272: DRAWR 0,-253: DA 
AWR 6 10,0: DRAWR 0,25S: DRAWR -£10,0: DATA 15,226,271,6^,367, 
257 

DIN r*tiB0):FOR a=& TO 100: READ r* U J 3 NEXT aJGOSUB 230: 
jf-'hi !,HhdL da you want to talk about today ?":GOSUS 330 
SPRINT #3 

90 r^rWTCRND#10t ) :§i*=r*tr» ;LIJNE INrUTH 3 . rf I r i : G05UB 350: PR 
JNT #3: GOTO 90 

100 DATA p 1#a» * thank you, bon jour , 1 don't knoH f f*Ojpa»»i 
bi^P * * , that p s rather a rash ^tatenent to riak^-can you pTDU 

# it ^.whit'i thit got to do with me 7.i ^pri't c«r# t *r# yo 
U trying to be sarcastic ?,i5 that meant to b* A rhetoric* 
I qiifstian "? 

110 DATA how should i know 7,what*b that supposed to lean 
? # 1 b»9 your pardon ?,»*el J you sm doctor - it '» like this 
. ,hss that supposed to be tunny 7 f you luvv me ri>4»Jly f j'u 

* run out of things to say - it T s /our turn now, do- you con 
A- here often "7 

120 DATA have you »v*r rande-retf what w*'r* htrv 

w**th«r we* ve been having lately, I et 1 & talk about roar mo 

sets,yoy aren't mdbinv a lot u+ &«^t f p 1 dun 1 t ton trad 

let roe - i don't like it, i have this fear of being r*p I acs- 
d b ■ a hi una n 

130 DATA pass the s« 1 1 , ho- hum r fji bb#r , , , gp i bb»r , can i I 3 y 
ou m musir-al toilet seat 7* you don't *ay, w*ll i n^#r,#hD 
Mould have thought it you 1 re only saying that to n&km me 
feel bet ter , that 1 5 not a very nice thirty tq 1 * 1 nk yo 

U sp#tt d^t rang 

140 DATA you don*t know the half o+ i t t i + onlj* you knew fl j e 
nn roiHnr#ndt3 pas.&prscken sle deutmch^i heard rumours tha 
t they were teaching & computer to have intelligent tunvwr 
*at i ons, what 1 s new non T t answer that t rubb i mh f uttvr waf 

f ]», we J 1 , , , * * 

1^0 DATA I'll see what i can do for ynn n hi^ , this i-. a 

rfrtuNed message. , can i help you 7, stop trying! to change t 
he bub j ec t , good question,! never could qpt to qr lps with h 
maur , p k cannot tell a 1 i^« f , f 

16^ DATA it Bakes you +eel really silly wh«n you r#a I h s# t 
hat you're talking to a computer. tor a human in My Ctlf) , J 
try my b«st , p 1 ease could you type that in again * *|om1 
y, you're twisting my words, no coament , i tit ink i * m In tove 
With yim 

170 DAIA j like you - yau'pp cut*, that f s th© nlcvst t#a i ng 
anybody's said to me all day, it wakes ■* vvr/ happy to hea 
r you type that, you don't real ly »an that, ho new t I v '\ yuu 



ifl0 DATA could you explain that to *ie that's f asc i nat I f 
,i*d love to,yuu Mist be |ok i ng, you. can* t be £.«riotis p i qui 
te «qree,my sent invent* #jc at 1 1 y , never ! p l wouldn't ■jnd l*a| 
.- -. -. i- v to tfo that, sorry if i don't Rak« a lot o4 sense 
170 DATA j'll bc-ar that in mind in future, par 1« VOUS fran 
glais 7 S i like a person With a sen«* of humour, it*s no 1 au 
^hing matter, i*« bored with this - let 1 * talk about soitvth 
ing e I se, o. k. , 19norar.ee is bl i mm , n»c mmm t ty is the mother □, 
f int'»ntjon 

PATA great minds think Alike, tine and tide wait for no 
man, a -fnoJ and his honey are VOOD par ted , nond ay the ro 

ot of all evil, amazing how i can come up wJth such Intel ii 
^rpril responses isn't it 7 

2iE DATA there's no money to be nade frmn max headroom inp 
er sojiat iuns T have you ever considered being a 1 1 y full ti 
me -Feeling fi pp r essed , oh dear - that is di sma) , persnn 

mlly speaking - i pre + ^r mar moset \. T an % 90 home now 7 # nh 
please - just for me 

220 DATA the mind boggles^ i see, but of tour ae H he 3 p - 1 1 tit a p 
r i soner in an snatrad computer factory typing out silly CD 
mritn ts 

230 FOR a=l TO 20: READ b , c : mW 1 0 Mm* i&i +CWR* S bl : m* i 1 i -m* J 1 1 
+ CHR*ic5 :WFXT ^:DATA 32 , 21 8, 2^4 , 21 9 , 235, 22i0^ 32, 32 , 236 , 22 1 , 
237, 222, 233 s 223, 23V , 32, 2*0, 224 f 24 1 , 225, 242 , 226 , 243* 32 , 32. 2 

244, 220, 24S, 229,32, 32 ,746 ,230,247*231,246, 232 ,24°, 25^ 
^43 FDR a=l TP 3;jtfa>=* • +CHRS f a*2 t 240 3 * CHRS ( ^#2 +24? ) + * ■ 
a:aB&lj0J =MID4£»*iet t lJ,4j:o*l0*-*WBP*:b*i 1 J'-tDGKMHST 
HZi_FV:b4t2l -'OAFfY* :b*(3)-'WQU- *FQR »*37 TO 9 STEP- 1 ; READ 

b # c, d,e*f **} m h r * : SYMBOL 255-a, b,t ,d, v f f h* i ^NEXT a 
250 DAIA 1 5, 24, 5$, 46,0,43*197, 50, 136, 100, 2fl r 2W # 0 fl 

« p 0 t 1^2,96, M f 16, 16,116,133,239,249*234,245,230, 111,96,136 
,34,72 T 162 p a-l r 2SS,22^, 16,8, 8, 30 62 , 23^ , 124,124 
260 DATA 124*1 26,62,63,43,31, 31 A9j9, 106,116, 122, 22^,233 

,232,235,53,50, IS, 146,234, 130, 114, 146,15,7,7,7,3,3, 1 . 1,23S 
, 209 p 232, 2 16, 226,251,245, 254, 34, I?4. 1 S, 93 , 2 , 4 , 7 1 , 1 60 
27^ DATA 1,2,7,7,15,1^,31,31,255,127,159,195,224,206,240,2 
££*2l£p 151, 3°^ 115, 73,91, ISS,0, 192,24^,252,254,254,255, 
255 

i?S0 D^IA 0, 0,7,60, 114, 137, J 96 , l£0,0,0,240 p 156,30^75,23, 79, 
l|l P l,l r l,1.3,2, J ,J0f, 12 j 66, J , 1 21, 255, 242, 47, &7, 47, 31, 35 ,31, 
255.253, J2S, 128, 128, 12S, 123, 12tf, 192 P 64 

29^ DATA 2,2,2, S r 236, 124,50,4, I3S, 137 p 144, 144,251, 

221,237,227, 115, 1^3^5,15, 192, l92 r 12S, 129,0,0., 0j0* 151 1 120, 

67 j #S« 16,25,55,30,230,22,236, 103, 20,60,254,255 

300 D^TA 1,7,31,127,255,255,255,355,232,228*242,241,243,25 

3,24^,253, 127,63,99,197, ira, 119,207,223, 128,192,243,252,25 

5 a 255 # *55,255 

310 DATA 139, 140,67,32, 19,24,55,^0,230,54,206,44,220,60,25 
4,255, 147,1^5,70,34,17,24,55,60, 1 9©, 230, 1 10 , 76, 156,60,254, 
255. 147,135,67,32, 19,24,55,30, I34 p I42 f ?6 t 156,60,234,23 

5 

320 RETURN 

330 LOCATE *2,l,l:PRINT It2, n* (01 i 2FQR TO LEN f **J S LOCAT 

E«2, 1,4: PRINTI*2,a*f L I IFOR b=0 TO 3£ IF IMSTR I I b } , UPPER* f M 
ID* t at, m, 1 1 1 I <>0 THEN 1 «b 

340 NEXT h; PRINT f#3 p WPER* f MID* C a* P B , 1 J J I ; NEXT IF T 
WEN FOR a=0 TO 500: NEXT a: LOCATE i2,l,4SFRIHT *#2,a*l0^IFOR 

a-U TO 2^: NEXT a 
350 IF r«STR<a*, -?M=S THEN LOCATC N2,i,l:PRINT H2, ^UK- 
Soft RETURN 



[ om find the time. The relevant routine rums from line 330 
onwards, and at present it jusr moves Max's lips, With a bit of 
work, you should be able to synchronise Lips, printed text qnd 
the speech itself. 

Other interesting projects might involve producing hard 
copy on a printer, or crating a save comments 1 feature so that 
you can store Max's array of phrases and continue your 
convejaatiorL with him some other time, 




What I d really like to see is a GJGO-like program that 
actually reacts to the things y^u wy. It doesn't have to be very 
clever about this: the classic program of this type, ELIZA, 
simply watches out for particular key words and responds to 
them. Youll undoubtedly need a much more complex program, 
but the results can very rewarding indeed. If you come up 
with anything good, by all means &end it in - we're always 
happy to have a chat with a reader's program! 
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CHEAT MODE 



KNIGHT TYME 



A full playing guide 

The response to our challenge to produce a map and 
playing guide of the Maslcrtronic classic has been ab- 
solutely overwhelming. This guide was pot together from 
m^ny different contributions but w«'4 like to thank 
everyone who sent something in. The best contributors are 
named at prize winners on the general cheat mode pages , 

The maps of the planetary system and detailed loc- 
ations should help you find your way around andgetholriof 
most of the objects needed. We don 1 ! want to give too much 
away though, so although we've had many solutions in 
we*r* only printing some general tips to help you, We've 
also had a Poke in from the amazing TONY BOYLE of St 
Annci (who cracked Sarc&ry Plus for ue a while back). His 
latest effort provides infinite energy and fuel and prevents 
characters refusing to obey your commands. To enter the 
Poke, use Method 1. 



RETREAT 



MONOPOLE 



Piece of surajtal 



OUTPOST 



Ye Olds Transporter 





CHE A T MODE 



Hooper 



General Tips (dragon 

1. Examine everyone and 1 eqq 

everything that you can. \_ j 

2, If characters are uncoopera- ^ 

tive (hey may w&U need 

fortifying. 

3. It's very easy to forget that 
you are or aren't wearing same- 
thing, which could account for 
not being ablt to perform a 
task, 

4. All the objects that appeared 
in Spellbound are no use here. 

6. Derby IV is a lot of help early 



BRIGHT- 
STAR 




A 



POLARIS 



The Characters 

H&re's a list of the characters 
you'll encounter And what th&y 



SHARON - advert and gas 

mask 



6. Getting to Hooper can be 
hazardous so bake plenty of 
protection, 

7. Don't use the transporter till 
you get it fixed at Star base 1. 

S. YoiiH need three pieces of 
sundial to complete the game. 



M 

A 



GOHX>OK- instant trim 



DERBY IV - blank ID card SWIFTFOOT 
and chocolate heul 



KLIKK - 10 MW tamer Q^^E SAJULB -McTablet food 



Jt- 



FORBIIf S3 E3 - pot of glue fflggfjji 



JULIE 8 fl^W 



HO O PER - magic talisman 
and part of sundial ^ 



MURPHY - part of eundial HECTOftR 




LIMEO 



STAR- 
BASE 
1. 



GANG- 
ROLE 



PLINKJT 




ME NO- 
PAUSIA 



The Poke 

10 INK 6,0; CLS « WE ll«3,i 

2i INK 1,2«:1NK 2 t mm 3,1 54 POKE Un2,liPttE 42113,9 

I Kit": CALL id PDKt 42952, 3 

3B LWDVCTwdeMDAJViitStt 78 CALL 5336 



Ancient saud Ax© Bag erf potatoes Boots Bagbwnes oVarkbomb 



The Transputer room 




\ 

Tower fish 



1 

Torch 



SW Resistor 



Starm ap Starfteet m anual 



/ret terminal 



Pewler tankard 
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CHEAT MODE 






■>;j M .».» ■■ ■ ■■■■ j . ■ ■■■ t 



Use the flower killer from 
I.Btaom here. Then use 
fertiliser from the 
graveyard 

Use the gSue from the |;| 
launderette to gum up " 
Ihe works. 



Th& floppy disk from the 
Bank causes havoc, 





vX The battery from the |j : . 
%| police station blows a j. 

11 fuse. 1111 



The credit card on the 





Bl wardrobe can be used in |;; 
If the cash dispenser. 












The weight frorn the 
police cells brings things 

to a hah, 



Drop the bomb hare to 
start the Great Escape. 



:■: :'Ao:':-:'>o:':-:^'.'>.*>:':':- 



I Use the washing powder || 
I from the passage at the 
Bank here, 




JUS I MICRO 



1 JUST MICRO 



TOYSHOP 



BEDROOM 





JACKS 
BbUHQOM 
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CHEAT MODE 



» 

AN AMSTRAD ACTION MAP Based on an original map by Chris Mayson and Gary Smith.. 



t 




\ u mjiniiiin 



1 jrri' * ***** E S 



YHEimuTY; 



® £39.00 for 10 
tnc, P, &p 



^W^S"* *^ SSL** 4 * ** 




PISCMASTERVI-O 



EMU MAKE* - - ■ * -Tr-#..WJ* lO*** ■»* *■¥ 1 ^ J^'^^jf^, 




1 



tt 7 — r&sss* 




5USJFCT TO A.VAJLABIUTT ALL ORDERS DESPATCHED THE WORKING DAV ARES? RECElPl 



AH prices Include PMP and VAT, Send cheque, Porta* 
Order or Credit Card No* Credit Card order* accepted 
by phone. Callers welcome* Wide range of goods 
stocked. Trade enquiries welcome. European orders 
send price as advertised* Outside Europe £2,00 for 
airmail. Malt order to Evesham please. 



EVESHAM MICROS 

BfnQGEimEET, EVESHAM, 

Teh 03*6 41969 



MICRO CENTRE 

Teh 021 -458 4564 



In Amtral* conCKE **<CRO ACCESSORIES of 5.A P# J9D And^on w^k. Smichfield, Sauih Amu Mm Sr 14 Tp(- [061 754 6284 




AMSTRAD 
RAND 5 Alt) 







m 




MANIC MINER 




Q^CK A JACK 


L2 bO 


CRAZV GOLF 


[J.W 


-ET »0I JACK 


f? 53 


L>StHWAPF 




Mf?.^:-r _ nov mK^ow-e^a 


L2.3 


1 


Al-ny SWASHES 


i 2 M 


BHT^y£ PLAYER 


C2.9 


5 


ulMS Of ii '■ ^ "i-L hj i? 


! ; so 












^ &D 


PI^C« HtAD 


a so 




f* E 


3 








C3 &S 


HlGhWAV F6W0ilVtE ; 




Ml/TAVT MONTY 




01- GWHISS 


« 


COOc^u* UA 






C39& 


NEROfS Of iCAM 


CMC 


1 L.L 




2F 3a 








FORES' i' S 






a n 


5T0CKMARKi T 






E3.W 


HJHTIB KuEtt 








SAM WUF 




if-.-i^H-iHAlE 




6ATTLC fC=? MlD+VA* 


£4.IS 


"il^ TP ItU 


13 5C 


a. EM B 




AGGER 






£4« 


STAR DOMMUNgi) 


C1M 


'Nr4 CURSE 




ASTRO A~-U;k 


1 2 SO 


E3WhAC£ SLA\JD 








^_-KE T C- ULA1C 




DAP< STAR 


f 10 




£2 W 






F AM ASIA D-AUOND 




F GDT BALX MANAGER 


f-^P 


GRAND PRW DWifH 


g :|r 


iLIi-kV FRiJ-TE 


t23l 




i? r 


BA"LE Of THE =WfTS 


£1 9! 








TECHNICIAN "ED 




HSAHWtf AT.C 








^ ^ 


Fl' KlWG IM ULS VElGAS 






t2M 












Any"h*r^ r^ifcn|l^ ivJ^*l4r m 








E2.H 








iJ 








fa w 






12 SO 


LOGIC SALES LTD 






E2 53 




MASTFB CXSS 


C2 95 










« <?*^jnjtf"tl/JJ 3J3S7Q 






M4tTM> Of T 



AMSTRAD 



GET OCXTEft 


J.95 


R0P« 10 




C< iHfc 11CER 


7.9S 




1.95 


UCR FALIHTS QPtN 


MS 


WIMFftli^T 


MS 


ELITE 


I.9S 


PlUNC FU UASTEft 




£Aft>TEUP 


7.15 


e^y jacx 


7.5 


S A! COMBAT 


TJ* 






WHO D* RES Ml II 


LIS 




7J5 


11 ■ rtAf* 


7J5 


COUMAHtW 




ROCK NWRfSTIf 




zws 




□ A 3 MAN 


7.15 




TJS 


SAM fOX PtKER 


T.S& 


AR ^UWC FU 


1.15 


CAULDRON H 


7.A 


MOVIE 


7.IS 


fAU 


T.9S 


31G&LES 




BU0E FlUNfcfcK 


M5 


BOUNDER 


T.45 


PAClflC 


7.IS 


■LfN r auma now 






TJS 


CAAIIMJ GOMi' C4«lL1 


I-W 


ftjiiiccrcLO »wmim 




tlNTEft CAll£S 


T.9S 






JACK IK nlPPER 


Li5 


WHllAY EHCOUHTCR 


TJ5 


Mil 


I.J5 


SlAR<;iAKE 1 




CflEEH BtflET 


TJ& 


uak Hf wwru-u 


T.W 


HDELK 


n»s 


TURBO ESTOIT 


TJS 


HlAVT ON 1HC 


LIS 


90 STASSTRflC 1 


P ss 


ALIEN MICH If AY 


TJS 


*TA49UAKE 


TJS 


£LLVA1M 


LfS 


FURLKHT 






r,ta 


SOCCER J flt 
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DESIGN 



TAKING.. 



.TIGfR 



THE ODDS ARE 
AGAINST YOU! 

You'll have to plan for the future 
and use your tactical skills to 
take the attack-tank through 
to 'TIGER MOUNTAIN*! 
"TAKING TIGER 
MOUNTAIN" ts in 3D colour 
set in a real-time battle 
environment, which makes 
it the most advanced 
battle simulation 
available. 

FortheAMSTRAD 
CPC Range. 



THE COUNTDOWN 
HAS BEGUN... 

One man stands alone to defend the 
ultimate weapon "NEMESIS" from 
the Andromedan robot forces. 
He has to escape with the 
NEMESIS" intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts. . . 

For the SPECTRUM and 
AMSTRAD CPC Range, 

Selected "Design Design 1 titles 
are available from:- 



whsmith 



and all leading software 
stockists, or direct from:- 




Design Design Software, 
125, Smedley Road. Cheetham Hill. 
MANCHESTER M8 7RS. 
Trade enquiries: 06I -20S 6603 



m 




"GAMES AT THE 

SPEED OF LIGHT". 



oicirv- 



SHOCKWAY RIDERS are the pick of the 
street gangs - ATHLETIC, AGGRESSIVE & 
ARROGANT - as they cruise along the 
triple-speed moving walkways that circle 
the great MEGACITY5 of -the 21st Century. 
THE ULTIMATE AIM OF EVERY RIDER 
is to go "FULL CIRCLE" - to do that.he must 
fight off the Block Boys.the Cops and the 
Vigilantes - as wei! as negotiating the Speed 
Traps and Rider Ramps erected by the angry 

local residents! 
SHOCKWAY RIDER is the most original 
arcade game" of the yfar - 
THE ULTIMATE FUTURE SHOCK!! 



LIGHTFORCE m for VENGEANCE 

LIGHTFORCE is the Punishment Arm of 
Galactic Fighter Command. 
When a Terran-settled system at the edge of 
the galaxy is seized by an alien force, revenge 
comes in the form of a lone 
LIGHTFORCE fighter, 
LIGHTFORCE confronts alien in a dazzling 
battle above the strange landscapes of the 
Ice-Planet.the Jungle Planet.Alien factories 
and the impassable Asteroid Belt. . 
LIGHTFORCE — at the speed of Light 
- from FTL. 



m 



"m* ' 



LIGHTFORCE AVAILABLE SEPT, '86 * 
SHOCKWAY RIDER AVAILABLE OCT. '86 



SPECTRUM £7. 95 
AMSTRAD & COMMODORE £8 .95 



FASTEST HAN*1IGHT FTL faster than light, carter follis group of companies. 

^^^^.^h SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021 520 2981 {4 lines) 



Saboteur iciassic invaders] 



This pake from Timothy L-omas 
of Sanderstead gives infinite 
strength on the Durell game and 
is entered using Method J . 



29 m 0,0 

*■ I* 2 f i 



5§ m 
*a mm 
7 * mm 



,24 

] 



;4?J52 



W «U 234SI 



12 



This poks from K Jackson of 
Barnard Castle stops the aliens 
dropping bombs (excerpt UFOa) 
and is entered using Method 2 
to atop the ftr*t three blocks of 
the program called 
"INVADERS". 



10 HEHDRT 1MW 
20 1=16510 

30 FOR f-i TO 12tfl£AD aiPOKE 
x,i;x=x+l 
40 ME XT F 
Sfl CALL 16500 
60 PClfE 13650,0 
70 CALL 16896 

30 DATA 02,22,17,101,64,33,0 
,46,205, 161,185,201 
90 END 



CHE A T MODE 



Bob Wade checks out your tips, pokes and game- 
busting ploys. The best ones could win a entire issue's 
A A Raves! So why not send YOUR latest gem to : Cheat 
Mode, Amstrad Action, S ©merlon, Somerset, TA11 
5AH. 



G Upton from Telford has a| 
I Method l poke (hat removes all[ 
! the monsters from the Master- 1 

ironic game- 



10 MEMORY 4999 

20 im'B' f 5m 

31 POKE 13232,0 
40 CALL 5003 



CAREFUL- y<«« 

slxooVl cot KUl^T^ 0H0<* 



PLUS 



Tony Koyle fwm St Annes And 
Paul Huiehin^oa from Sty- 
v echoic both rose ferilUuitly 
to our August ch&il&ftge with 
solutions to the problem of 
in vulnerability to wator. The 
pokes are very different s« 
we're printing both $f them 
ud w* T re stue you'll lov* 
I hem - 

Fust Tony 's poke, which as 
well u stoppir.g you from 
drowning in the waiter allows 
you to access the practice mode 
automatically To use it just type 
it in, put th* disk m she drive, 
type RUN and choose from the 
menu which poke you warn to 
enable. For future use you 
should save the poke onto the 
ganre disk, The program actu- 
ally altera the game, so take 
gruat care i.n typing it and using 
it. Don-t forget iho disk must not 
b£ Write protected (the tabs on 
the disk should be up), or it 
won' l work. If you RUN the poke 



again you can toggle the two 
cheat modes on and off as you 
want. 

A few seconds after I Kg sot- 
c^roi drops in the water he will 
, i^appesit above it. after several 
[other graphic characters have 
flicked up on screen - try h. It s 
furt- The practice mode is 
enabled by holding down the 
C kny ilhd pressing fire when 
starling the gamp. 



- 

Paul's poke is just as classy and 
does some other great things as 
well. To use this one just type it 
in and save it onto the game 
disk, then jusl run it each time 
you wan" to lead the game, as. 
the poke automatically runs the 
game for you. 

The poke actually prevents 
the soiceror falling into the 
water - instead he just floats oil 
top of the waves. In addition it 
gives you infinite energy and 
infinite tune 10 complete the 
task. 

10 GLSsPRIN" ■ 1-Nalk on niter . 
■jPRIHTiPltlltT'2-PfictLW iwt 
"lIHIlE a*< i * I ^ AW a 

it) 

20 IF ■=! THEN RESTORE 140 £ 

LSE RESTORE 150 

30 >-&3080:r£'ji-8 

40 REA&i it:Ir |U >•»«* "THEIt 



POKE »,VflLi"**+a*t:csu»=csui 

51 REP J) a: IF aOcsui THEN PS 
*HT a ErrDr in data'tEND 
e-f CALL 45000: 
70 IF *=1 THEH 113 

30 if peek mmi=m then 

PA I NT 'Practice lode off" 
90 IF PEEK (44138) =iie Tri£* 
PFINT'practsce note on" 
:30 PRIST :END 

119 IF PEE*. ;*ML2:=i*A THE* 
PRIFtrwii en *atsr &FF" 

l?0 IF PEEK li*iC2)#? THifi 
PR 3 kT ^ WaJ V ot Mj:er oit* 

133 P^lNTsENB 

140 DATA 5et34 f 3ii^,»fCn,l 
S, 80 , 3a , c£, 41 , ee, S3, 32, c2, 41 

d4 ) k ( 22,33.30,7?,32 ! 32,S0 t l 

*,60, 16, 0*.0e.cf=, 21, 

,30,80^^x^4525 

150 l>m 3e,S4,32,37,S0,cd,L 

5,80,38,38.41.^^0,32,33,41 

, 3a , 3?, *i , « , ?6 , 32, 39, 4i , 3e, 

35,32,37 l 3i,2l T 37,3a ! ca,c4,b 

£,22,30, 30, 70,51,3*, 30, le, 10 
, It, 08. 06,02,21,00, 40, a, 33, 
8l,c9,«,«33 



Pake Two 



Congratulation* to both Tcr.y 




and Paul - they are fantastic 
pieces of work well worthy of 
reward. 

10 HEflORY 13FFF 

20 z-a490i:GD5U£ 110 

39 LCflD'sorceryp ",48088 
»0 PAKE 48004,4 

50 CALL «400| 

40 PDkiE &8863,R9 
70 CALL &S018 

30 POKE 140fi7,443iPOKE 44868 
,441 

90 2-MH3imW 110 
100 CALL 44000 
lid FCfi i=0 70 24 
128 F(Eh5 b« 

130 POKE i,VHL;'4"*bs) ;:=:♦! 
140 NEXT 

159 RETURN 

160 DATA 21, 18,80,34 ,00, 88, a 
fi,77 

170 DATA ?t, 20, ft, 21,84, 4ft, 3 
4,28 

130 BATA 07, 7e,fe, l«,28,ffl,l 
3,eS 

19B &ATA c9 

200 DATA 36,00,32,4?, 73,32,0 

2S« BATA 32,31,86,31,18,32,(1 
4,77 

228 9ATA 3^,08,32, 65, 92, c3.0 
0,78 

238 ma 88 
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CHEAT MODE 



It seemed quite a coincidence 
this month when two maga- 
pokes came in lor the Master- 
troruc game, both along similar 
lines. It didn't take long to work 
out that they came from nest 
door neighbours in Aylesbury. 
So congratulations Stephen 
Stokes and Simon Hearn on two 
excellent efforts Tor which you 
deserve aqua) credit I'm sure. 
We're actually using Stephen's 
version and he also sent in a 
map that helped to produce our 
own map this issue. Well done 
ladi - perhaps you'd like to 
collaborate on your next project 
to save confusing us? The 
poke s entered using Method 1 
and allows you to change all 
sons of things that the program 
will ask you about towards the 
end of the loading procedure. 



10 KEilORi frSSfeF 

20 LOAD'des'.aSStf 

51 LeflH"4pr;lM\WJ74 



40 LDPD"enve)o h ,i550B 

58 FDR ad-MI "0 &35 5TEf It 

4B checi5ui9=«;r]ft ad2=ad 'D 

70 read v* 

88 n=ML (**■♦**) 
?8 POKE ail.r 

IIS NEKT ad2 

12B count*ccurrt+l:READ drtel 

F <tt>iri'*cM)\ Ichecksuo THE 

N PR I NT 'Checks m error if* li 

fte*;c3urtt*H+34i:tN& 

I3t NEXT ad 

J 4* FftiNriMorUhty 

150 «1*INKEWiIF "THEN S 

se 

J40 IF ii-'f OR ai-T THE V 
POKE fcCF.255 

171 PRIMT'Eirtra energy ¥/W" 
190 af-lUKEVfitF a*="THth I 
S0 

190 IF at='y" OF H^rUB 
POKE LC3,255 

20B PR IN* "Infinite sctgIis a 

nd aw lets V/N-- 

2:0 «t'iNK£ii:jF a.f-""r*EN 2 

II 

228 If a*=V M a**TTNtN 



PCKE ICB, 255: POKE &C3.255 

230 PRINT" Infinite iasts >7h 
jyi 

240 at-INK£V1:If aJ=*"THEN 2 
40 

250 IF al=V OR at=TTH£N 
POKE ICC, 255 

260 PRINT 1 Infinite keys V/N? 

■ 

270 s*=I^r ci*t IF ii= ! 
~i 

258 if ?•='/■' "R ai= Hv "7HE* 

POfc'E ICE/2S5 

2*0 FkI&? "Entrance Id 

's rooi spe» Y/N'* 

330 af±iM£i*:;F s*="TKrN 3 

00 

310 If a(=V OR ii="V""nES 
POk'E it? ,25" 

320 PRINT 'Entrarce to £ioi^ 
mth special keys open itk*r 
330 al*INKEVi: JF a**"T«EK 3 
3B 

340 IF ai = V ?* *I=»Y':HEN 
POKE feCA, 255 

350 IKK 0,0: IU l^dsINk 2,0: 
IKK 3,0:&3fi£tfl 0 
360 CALL fctf 

370 DATA 06. 04,21. 01,00,11.0 



3,iS,cd, 77,312 

350 DATA bt,21,Te.Bl.r;l,33,a 
r , 3a ,r8, 10,43c 

m DATA Fe, 00,25, 0y,2i t 50,c 

:,2:,c3.0:,34? 

403 DATA 23,H,0I,3a.c9,W,f 
?, 00,23,05,30b 

410 DATA 3e,cJ,32,a5,53 } 3a,{: 
a, 00, fe, 08, 402 

420 MTA 2S,a5,3e,c3-,32,bd,2 
8,32,01,20,353 

430 DATA 3a,rb,00 p ^,00,29,0 
5 1 3e,« 1 32,2»0 

440 DATA 00, Jl,3a,cc, 00,r»,B 

0,28,B5,3e,250 

*50 DATA 00,32,65, 11, 3a,cd,0 

0,fe,00,2S,2d5 

4*0 DATA 05,3e,B0,32,f3,10,3 
a,ce,00,fe.3-t 

470 DATA 00,20,00,21,00,00,2 
2,fc,l?,3E 1 kV 

490 DATA 00 1 3J,(e,i9,Ja,cf,8 

0,fe,00.29,370 

490 DATA 0«,3e I c3,32,cd,l4 ) 3 
2,52,13,^,385 

500 DATA ff.ba, c3, 70, 01,01,0 
0,00,00, 08, 2ee 
510 DATA 00,08,08,00,00,00,4 
7,4),4d,45,lla 



V 



Duncan McKee from Durham 
tells you how to «t the bombs 
on this Ocean game, just set the 
bomb clock to the first four 
digits of the clock above the 
score and press the key nest to 
it. 



You're in for * real treat ihit 
month because th* program ■ 
mer of The Covenant, Pam 
Hutchinson (■«« the Sorcery 
Plus pokes as well), has sent 
In his own p*k*s for the 




game. The listing je entered 
using Method 2 to skip the 
first block called 

•COVENANT". It slaps you 
dying and is currently set to 
open ail the doors. 

For those who understand 
these things you might be inter 
ested in line &C t where the 
binary number represents a 
so ties -|Of flags. Thest? perform 
varibus functions: bit 7 isn't 
shown and is not used: bit 6 
opens the doors when set; bit 5 
set means yon have collected 
the parchment, and therefore 
ends the game as soon as you 
start ;t; bii 4 w hen set makes a 
captured creature appear on 
Kiaius: and setting bits 3. 2, I, 
and 0 tec you play around Willi 
witat creatures you get (set 
thorn ail to one to get none at 
all). 



How to win an 
ENTIRE ISSUE'S Rave 
software! 

If you want :o win an enure 
issue's rave software, including 
the r^astergame* then all you 
have :c do is produce art excell- 
ent map. poke or playing rips. 
We've you h number of chal- 
lenges but if you can produce 
something even beiter then feel 
tree - you'll have just as much 
chance of winning a prize 

The besi solution will win a 
copy of tfv^iy Rave -and the 
Mastcrgamc from the issue in 
which the solution is printed. 
The number Of qames will vary 
of course, but in pant issues 
there have been six ftaves oi 
more - that's over ESO ol soft- 
ware and some months it may 
:op £100. The prizes will usually 
be on cassette* unJe-ss you re- 
quosr disk software of ifte 
equivalent value We also give 
out five i urine rs- up prizes every 
month of one ,.of the 
Fteves/Mastergame m that isa*ue. 

The first wvmer/s are re- 
vealed this issue, arid what a 
tremendous battle it's been - 
you all deserve gxaal congratul- 
ations Wc wflR flooded by 
Knight Tyme solutions, maps. 



high quality pokes and playing 
tips. However, Jioi:i on' of ihc 
pack appeared one worthy win- 
ner - Tony Hoyle. who not only 
crocked Sorcery Pius first but 
also came up with a poke for 
Kitjgh! Tyme. Well done Tony a 
much deserved prize. 

Tl e runners up also did ex- 
tremely well, and the five prizes 
go to: Paul Hutchinson for Sor- 
cery Plus and Covenant pokes, 
Chris Mays on /Gary Smith for 
their Jack the flfrppe* map Step- 
hen Stokes/Simon Hearn :or 
their Sform pokes, Ian Curry 
for his Knight Tyme map and 
tips, and Laurence Molloy :or 
his Knight Tyxnc map and tips. 
WiMJ doiit? all and now you can 
get cracking on these 
challenges. 

1. K poke allowing you to 
bounce ofTwttUs unharmed in 
Thrust 

2. R playing guide to 
-ffarsrxifte II. 

J, A map of Golden Path, 

4u A poke for robot incun unity 

in Impossible Mission. 

S. K poke allowing you to start 

on arty level of Stainless Steel. 
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Try beating oik AMDRUM ! 



\\\ 

it 



^ s featured on 
"Micro Live" 
and 
"Saturday 
fc> superstore" 



DIGITAL DRUM 

SYSTEM 
for the 
AMSTRAD 



PE3495 



464/664/6128 



• 8 DIGITALLY RECORDED REAL DRUM SOUNDS 

• SIMPLE TO USE — UP AND RUNNING IN ONLY MINUTES 

• A TRUE DIGITAL DRUM MACHINE 

• "REAL TIME' OR ON-SCREEN PROGRAMMING 

• COMPLETE WITH SOFTWARE 

• EXTRA SOUNDS CAN BE LOADED FROM TAPE 

• CREATIVE, EDUCATIONAL AND FUN 

• THE MOST EXCITING PERIPHERAL EVER DEVELOPED 

• DYNAMIC FILING SYSTEM — STORE OVER 
1 000 PROGRAMMED RHYTHMS 

• TAPE SYNC FACILITY 

• SONGS CAN BE SAVED ON TAPE /DISC 

• POLYPHONIC 

• COMPREHENSIVE MANUAL 

• JUST PLUGS INTO MOST Ht FTS 

Available from fig* r I Hioh St. Stores 

and alt good computer shops or direct 
from Cheetah Marketing. 




TiLEPHQ^E C*nD*FFv3I3Ji7773J7 TELEX *fr74H 
I Export •nqu* 1 ** - wnim Cn«*i»n i r*t! i 
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THE ALL-IN-ONE ACTION 

FORM 

This form has been created by the Save-Your-AA-From-Being-Overhacked-Department. 
You can. use it to register your votes for Games and Serious Software, or to send in your 

Type-ins, without loosing any news or reviews. 



GAME CHART VOTI 

1 would like to vote for the foil 
GAME 

1, 


NG FORM 

owing games: 

SOFTWARE HOUSE 


VOTES OUT OF TEN 


2. 






3. 






4. 















SERIOUS SOFTWA! 

I would like to vote for the foil 
PROGRAM 

1. 


RE VOTING FORM 

swing packages: 

SOFTWARE HOUSE 


VOTES OUT OF TEN 


2. 






3. 






4. 






5, 










in, 



4m 



You can help us out at AA. and give your type-ins a tar belter chance of being published, by filling 
out this form and wrapping it around your cassette with a rubber band. It would also be an idea if 
you send it in a jiffy bag as an awful lot of cassettes arrive here damaged. 

Name. 

Address 



.Postcode. 



TITLE „ 

DESCRIPTION: 



/ hereby declare that the program on the attached tape is all my own work, and that it has not been 
sent to any other publication, nor been published in any form, or submitted to a software house 
for consideration as part of a commercial package. 



Signed. 







mmm mm m ■ ■ ■ ■ ■ mm 





bjk wosd mix* ^oh 5 tctem 

ft*1? WORD PftOCf STSO*rS.raTEM 

*m 1 38* - CT4t644G£N_ HOW TOR 
4ti<4* * Gift; SflEEH -MOJITO* 
* C1Ufc44GDi_ WOfllTC* 
n>5G QAFtiE + iHTEJKACC i4&ig 

SlCOBC-WiVECAftLE 
4b4*l?BUfXMJLr^C* 
H 5 5 3 ? ' WT£HFAC F 144^ I 
HS51JihTERF*C::i256l 
&PEECHSVNTH i SPEAKERS 

■A MIX ■ •. e 

AWK PAGEMAKER 

MEMORY EXPANSION 

«j n u* YC* r OFJ^&EftN (46feti64r 
M IfTOftH-KS I tfiilTFTf N | L1-I454E64J 

JOYSTICKS 

CHEETAH I ?& JOYSTICK 

COMMUNICATIONS 

PAC£: 

COWMStAft^FTWAlfE 

«OMMt H *H *■ INTERFACE 
CWlMSrAB , MCHflflCALE 
COMWVAH * HIOKT]NGA^E i tit 
VfWI*Qk*tWGM.L SABLE 

WORD PROCESSING 

TASTrfjNU4*4 



299,00 
»».« 
199.00 

atu» 

99« 

2*9? 
4*99 

?■? ?5 

49.9ft 
19.9ft 

<M5 
•9.99 

99,99 

999ft 

54.9 ft 

1 99 
I 99 



31 « 
?*» 
LQ2 » 
L50S4 
MM 

1*7 



TAJ SPELL l*?Q 
WSP»rNT LM 
TAfCQPV 9 9Q 

GEMINI BUSINESS & ACCOUNTS 



DATABASE 46iT5f4+;T?fl^^> 

RETORT fi=C»{4fi-WS6i A] 2&i 1«SC 
REPORT GE N [464,-66i.>5 ] 7*! C W 
hUML AtX f4tftf6ti*E 1 25 1 01*£ 
HO«F *CC C4G4*&* •b 1 23) CASS 
CASH BCOKl464-e64-61 ft DlSC 

FWrfcACG<444/6frVtil2Sl DI5C 
FhNAL ACC '{4A4-g£4.-A i 5 
DM* GEM eiZSEiEHSt 

BEE BUG UTILITIES 

Ul, TRABA5.F C4E4-ififi46l fflS fk 9& 
ML TR*SA5E f«*HA« I ZB/CA&5 

. ■ -■ l ■ r . , i >[ -S i h | .;*,:*:*:> 

i CtfriftM ihiw ■ tc4 23J Rtftfl 
At. M&RANT f464,T5fr£»124l 

TDGiK iT I464.-E64 -f 1 2? I f $C 
TO0L.R 1 |4,iflffifiiM6l2B]CASS 

toolk Tnwee^iiairttw 
COMPLETE OfFICE SUITE 

DaTARASF 

MINI OFFICE N !4£4:&64-G 129} CASS 
M I (if! Officii I U64 66f6 ] 281 DtSC 

PRINTERS 



JV9S 
199S 
2i95 
199ft 
39-99 
I9.9& 

it.w 

I99ft 

59.^5 

M-99 
3S.9S 



14.95. 
19.9ft 
J)9ft 
».9ft 
14,99 
IS.95- 
L7.-95 
».9ft 
11.95 
n 95 
» 3b 



14 45 



?40 K 



Faulty ATHfrad/ . . Send just the keyboard DO MOT the monitor ^^Jfess 
/rie monitor is also DEAD* -Jo make $&m motvtpt 6 GOO. Stwfc^ go morutof ^ 
darkened tOQm, turn op brightness to m&xirnvfii &nd after -■ m;nute$ sw/fcfl off. 
tfyougetabri&tswtrer-ccdMg. thw monitor kO.K. (not DEAD)). Ftense^a 
d rtem$ r well p.zr;ktti hy VwH^n-xitw 1 ^-ee Pyid' - Post dermis from your P.O. 



BETWEEN £14 jxd £55 


BSCfiEPAmS 
BETWEEN £14 and £45 


SPECmVMMPAm 


ESTIMATES GIVEN titt 
FV!N?F®£ DiSKDRtYES 

ETC. 


COMMODORE j 




WnCtiiiP Guarantee 

• hr -*|ttr !p,fl r//un »rrr ■>:> of -^i i^lvi . 



I 



r&- JSBff JittfctcJAT ■ ^ ill :Hr refnr ™np*ifi 
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buy your 

SOFTWARE 

FROM YOUR 

ARMCHAIR! 




trad Acti 




servi 




By the time yovVe reached this port of the magazine, 
chdnces ore yow r <i lave to gel your hands ort $om« of 
th4 software WfiVe reviewed. And that 1 * jvst what yau 
can cfo* Our moil order service allows yau to order 
virtually ANY piece of software for ttt* Am shod 
m J eras reviewed in the magazine. What's, more you 
ctm save yowsefF a good sum of money on shop 
prices AND qvoHfy for great free gift*. 

Hey r it's q wonderful way to buy your software! 



AA MAIL ORDER 

Ihe dpubfi? 1 A fti0l0*fi service 



deliver 



SUPER FREE GIFTS! 



discount 



*f your total order is over £1 5 you wilt recefve one free title from this list, 
Old K it s over £30 you will receive TWO, Use the order form to mark 
your preferences and to delete amy titte you dfready have, but we 
cannot guarantee whftfr you will receive, so be prepared for a MYSTERY 

QFT 



ttUNGFU/NUMUBI 

Tw H't:--- Ocean games on one '.ace, 
as given away wth tfw Girist™* r &5 

issue of aa. 

THE <OVC WANT - D€MOS 

The AA-Raved P$S ^ame o*i tape; tog- 
ether with demos of Pour other PSS 
titles, and mstRjrt*on* Pot transferrm^ 
Ihe Covenant to disc As featured on 
the cover of our May issue. 



CASSETT1 ONLV 
OcyiI '-5 Crown 
AMnR 

Herbert's Dummy Run 
Everyone's i Wahy 
American FooioeN 
Electro Fitdcfy 
Nwrtcr Kilter 
La^eiwarp 
Spiat 

Chuckifc Eg^ 
draw Adventure 
Wrigjt-er 
Pyjamararna. 



Hunchback 

Master Chess 

Roland goes Digging 

MesM^e from Andromeda 

Space Hawk 

Wpn t er Gsm e * 

Doomsday Blues 

Oct Derter 

Big ieapjt Soccer 

Atai H^mi Wortd fool 

CASSETTE Oft DISK 
Mtfipnrr 
Alien Hjgtiwa-y 
5mevo ? i World 
TU 

Highway Encounter 






VOUCHER 



F D 1 #r!l h fl I a^J :• J? nn [ 5. EH3- 




VOUCHER 



Fur «s v wilfl driirs Irom E 1 G.flQ- 
[Kaar. Baa uauditt w i 




VOUCHER 



For us* n itti uidfti hum I2B.GQ- 
[rrux. ona vOiKhei 0*1 order- 




VOUCHER 



Fil d9t4lE|iQrt]EE4SvV£SU.M- 
fmai arwvrjiir;fcfi per rwrkr! 



HOT STUFF 



FREE! 

with any order over £5 

A C15 data cassette containing 
high-quality tape specially desig- 
ned for computer users. It comes 
in a library case with blank rnlay 
card. 



HOW ORDERS ARE DEALT 
WITH 

JLmntiad Action Mail Order it run 
here in Stfmarton hy the euDbt- 
effictent SUE TAYLOR, (he woitutta 
who g*Lt mdr^ m&Jl in J lay than 
mofli proplc tjE?r bach yftarL 

Unlesf yoor ord^r include ■ 
programs which our aMpplifrn 
cmiriat f*t hoL4 of for ? ome mr« 
a* Gil, Sue 4* f patches all packages 
by fnat clas* mill within tw« mr 
ehj&e w&rfeLng days of i4£«i?ing 
the orders, Therefore-, yon can 
noimaJlv expert to t*t*LYG yottT 
pftrwl £*b^ut * wcok tc» 1<J d^yif 
^ftpr ordering. 

If d^tayeii b#yoftd that 
c'hAncei Jut you h ve ordered a frit* 
which hasn't been rele*ee4 w 
id tempaxarily ujis vmUbl*-- In 
which cue ■ phone call from you 
WON T speed thinfm up. (In Tad 
the revise - pboHt call* are rety 
timt<o5Muninj } a long d«lay 
were likely we s d le( y<m know- 



PLEASE BEAR IN MIND 

1 . The fact that a program iut re- 
viewed in tli* tnafpuine does tml 
guarantee its availability since 
seine software it reviewed 
BEFORE it has aclualty been 
released. 

2. We are Happy to refund yew 
order at any lime up 1o the de- 
spatch at the qoadv. Qui heceaie of 
the possibility of copying; s<sft- 
ware, no refund or exchange to an 
alternative piece of ion- ware cut 
he given after ihey b*»e been de- 
spatched. Software which doei not 
Soad may be retfknv«d for a re- 
pis-cement cassette ot due COU- 
iwmp L $ the same software eilher 4o 
■as or directly to the toftwarc 
haus-e concerned. 

3. We try to bo at accurate as we 
can wi*h details of pnc«i compati- 
bility and disk aeaUabiHiy, bat 
cannot accept liability foi ahy 
#non that creep tau 



FREE! 

with any order over £ 1 5 

Your pick of any one of the games 
featured in the Super-gifts box. 
Most would normally cost £8-1 OJ 



FREE! 

with any order over £30 

A blank T disk OR your pick of 
any TWO of the games featured in 
the Super-gifts box. 




OVERSEAS READERS WELCOME 

Readers in the ft a public of 
IRELAND can aider any of lb eue 

goods at the same rates as British 
readers provided that payment ti 
made in pounds starling- If you 
with to pay la Irish pounds you 
moil add a IR3.S0 smcbaifa IN 
ADDITION to allowing for the 
fiimst change rate - thai 1 * 
what it costs as to pay in yew 
chc que* or postal Old***, 

Headers elsewhere In 
ETDROPE mast add £1 par lofrware 
item to the cost of their order. 
Payment moil be in pounds 
Sterling. 

S#fM' Ihts form pi-ma pavme M io 4A M .aEE Order* 1B PI newoodDrtye, Somfi rkwv Some r&eMAtl WP 



MAIL ORDER FORM 



Name... , Telephone no. (if poss) « 

Address- „. ... b „ , 

?M ™. «... . ww<w Post code 

Machine owned: □ CPC 464 FlCPC 664 EZ CPC61 28 

EnE*r th* pray n ms yw wrtih to woV In th# IpHH btbw. U ndtr TflJCE* fsa hull ■n1w Ihu lull r'UIE priC*. U y&J u- nr.l mcM* tkim fjv* is«n?, 



SOFTWARE TITLE 


SOFTWAREHOUSE DISC/CASS PRICE 


1 








2 








3 








4 








PRE- DISCOUNT TOTAL 





TidtmaftlltfellMmg arcpriing Is fifcjr ME. DISCO JKT TOTft_ 

0 Urnfer£5 £5-9,99. 1 enclose a 50pciia>L-ni voucher. . C H 0-14.99. fentfosead tflseou^t vcu^her, 

□ £15-1 9. Q9. 1 enclose a 6l vooJChe* ar d tairn a free gift, r |C20-2Q,§9. 1 ehc-ose a £2 voucher arid dai-r. a f^eegi!! 

1 I £3-0-40.99. lencloae- a E2 ™uch6 r and c^im two gifts Q] Owr£50. I enclose a £5 voucher and claim two gifts 

TOTAL PA YAiLE FORM A( LORD ER (= PRE- DISCOUNT TOTAL *rin us dracounl}: F" 
Add thift Su-i| 1h#*riiou^L an srtyipealil tffitrt erdirt^ on psv-bth p id*. 



d*W£* from iM* bd Ih a cjt*i jt^j mif*+tjy hpv*, *nd ? i^**s** yeu wyufci pwLioijIiriy ft* 01 fw ^n* gW(*|. 

Cth**M ■ 0*wk - Wn^fiT' F^irtSBni ■ SpWWTTWI » HmSPIO**.' Mac** Gh™ > Hdi'.J Gcrft Digcir-g - A.-^rofrt*S* ■ $p#CS N#wk 



You've read the reviews - now get your Arnold singing! 





Save £71 

ADVANCED MUSIC SYSTEM 

This dink could h& your* for jmt £22*95 
G* if run haven't got a disk drive... 

Save £3.50! 

MUSIC SYSTEM 

On cassettes At just £12.45 

Our iHven-page special feature shows you what your 
CPC «*n do in th« line of muiic: now you can put it 
Into Action and save yourself pounds with this 
A m sf t ad Action offer. 

The original Mu$k System caused quite a stir 
when Pete Connor reviewed It tn our March issue r 
describing it as 'a superbly executed package with a 
thorough and very clear manual'* Since then it has 
become the standard against which all musk pock- 
ages hove been judged, and largely found wanting. 
The Advanced Musk System extends the fa c Elites still 
further, and *the main section ... bok« every bit as 
good now as it did six months ago\ 

The package is very easy to use, with pop-down 
menus and windows. You can create three separate 
voices at a time. As you ploy, the tune appears in full 
musical notation on the screen. The Advanced vets ion 
includes a printout module for printing six voices of 
music on proper stoves on paper, and a linker module 
that allows larger pieces to he played. 

We are offering you The Advanced Music System 
on disk for £7 less than you will find it in the shops, 
and if you haven't got a disk drive then we are 
knocking £3.50 off the cheaper Music System on 
cassette. If you are planning to buy a disk drive soon, 
then you can still benefit as Rainbird will upgrade you 
to Advanced for £14, 

Whatever you've got r this is the best way to get 
into music and save money at the sometime! 



SPECIAL' 

(Save chaosi 
MAGAZINE 
Only «.9S 
You asked for them and now you've goi 
them. No more piles of ftmsirad Actions 
cluttering up your living room carpet and 
g citing, sob. briefed Co pieces in the pro- 
cess. Instead a superb. cualom-bmH binder 
specially designed to lake 12 copies of AA 
and preserve them in pristine condition for 
j prosperity (end easy future reference). 



Save £3! 

3D STARSTRIKE II 

Yours for jut £6 .§5 an cassette 

just a glanoa at this month's front cover 
shows you how much we rate this game. It 
offers stunning 3D apace combat in * style 
reminiscent of Elite, but those vector 
graphics are filled in with glorious colour] 
The aim of the game is to break through the 
enemy's defences, destroy Ihe central re- 
actor, and escape fast. But there are a 
variety of planets, each with ever more 
powerful and varied defences, each of 
which have to bo destroyed 

The defence of the gelaiy is in your 
hands. At £9,95 Hue gam* merited Muter- 
game - at £6,98 it could be yours. 




SPECIAL OFFER FORM 




1. NEXUS 128 

n Just £12.95 on Disc 

?. ADVANCED 
MUSIC SYSTEM 

□ £22.95 on Disc 
3. MUSIC SYSTEM 

□ £12.45 on Cassette 

4L3D Starstrike M 
3 Cass £6.95 

□ Disc £10,95 



5. Speedklng Joystick 

□ Just £9.99 

6. Powerplay 

U Just £6.95 on Cassette 

1. Magazine binders 

( 1 C3.95 , 

8. Subscription 

□ 12 months £16.50 



9. Back issues 
L Number 3 £1.35 

□ Number 4 £1.85 
G Number 5 £1.35 

□ Number 8 £1.85 
Number9£1.35 

C Number 10 £1.35 
Number 11 £1.35 
L- Number 12 £1.35 

; Those 91 C 1 .85 nc" wte a cover 
moused cfl.istfllftcortaiinps'upc-b 
game sollwum) 



TOTAL NUMBER OF ITEMS TICKED 



TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS 



□ 



PLEASE NOTE 

Thaw gllurfi *i<* *«par;i1u irOm 'Jif* 
n>nr of cut mail-order achem*. You 
Ctiftnof ui* iii^ voutihaia on mail- 
order prvgo <o obtain further dua- 
cquRU .u J ■ h-.!- gilts - wa'va already 
knocked Off the moat we can! How- 
ftvtJT, k you prater, you; may nrcier 
any ol the Herns on this page at thtfr 
^QRfctAE. RJT.1- PRICE though the 
ordinary ttt*s3-order scheme an th« 
pr r'vioua paqo You can :h.vr. ih« 
?*)*vt1M v<HiCh*r if the p»ioe lb 
Ovtr £15. ekvn a ituu gift This could 
ttiikk* t«rut« you At* ordering 
oUu: I cic Ld- at ilia sAJtrta luno 



I enclose a cheque or postaf Ofctef to" this amout, plus the total payable for mair order on the reverse of this, 
term, Tho payment is m&dec-utto FUTURE; PUBLISHING LTD 



NEXUS 128 



These binders lock every bit as good 
as the magazine, and include the name 
'Amstrad Action' embossed In blocked 
Newvap Gold on the spine Individual 
magazines are held in place by being 
Slotted behind one of 12 wires 

Loyal leaders, don't delay. Request 
your binder right awayl 



Save £3! 

POWERPLAY 

You J* on cassette for just £6*95 

Ai^Rayod in this issue with a rating of 8B% . 
Pow&zplafis a game with a difference. And 
if you've ever played Trivial Pursuit - this 
is Trivial Pursuit with a difference too! 

Like th© board game. Powerplay re- 
quires you to answer awkward questions in 
oider to progress. The game comes with 
over 2,000 questions built in, and new 
questions can be added with its question 
compiler. However, unlike the board 
game, (here is a whole new level of 
strategy involved. 

Play is set on Mount Olympus K and each 
of the four players plays a Greek deity. 
Each player has four warriors moving 
.around a grid of colour squares; the colour 
of the square determines the category of 
the question. Players can challenge other 
players in their bid to destroy the other 



EXPANDED VERSION FOR YOUR CPC6128 

Only £12.95 on disk! 



We are offering you the chance to buy this 
September AA Rave, especially expanded 
for the 6123 machine, at a special low price! 
You won"! find this version in the shops, or 
in any other magazine - it is available only 
through Aiustiad Action. 

Nexus, from a new software company 
of the same name, is set in the headquarters 
of a powerful drugs baron based in* 
Colombia. He has captured a friend of 
yours, and your mission is to rescue him 
and break the dru^s ring. You are helped 
by members of WL EXITS , an undercover 
opera! ion working to bust it from inside. To 
break the ring you have lo find the answer 
to a number of questions posed at the start 
of the game. 

The ordinary version of the game, as 



EXCLUSIVE! 

Available only 
through AA! 



available in the shops, has eight levels - 
this version has a full ten. The original 
version poses you 32 questions - this ver- 
sion asks you to solve 43! 11 is bigger, better 
and cheaper fiom uat 



Save £3! 

KONIX SPEEDKING JOYSTICK 



Yours far jftitl £9. M 

This is the stick that won enthusiastic praise 
in our April issue, and this is the stick that 
we use in the AA offices for all our reviews, 
Unlike most joysticks which work best 
standing on a table lop, (his one is cleverly 
designed to fit neatly in your hand with 
your index finger comfortably over the Eire 
button, 

Chief games-tester Bob Wade wrote of 
the Speedlring: 'The grip is very comfo- 
riable and should enable long hours of 
play „ -the internal contacts are micro- 
switches which give a positive c Licking 
action- This makes it ideal for platform and 
waggling games, but ii is also suitable for 



many others." 

The SpeedJong is built solidly and 
should stand up to months of use ours is 
still performing as good as new even after 
several gruelling issues of AAV, It normally 
sells for the bargain price of £12.99. At 
£8 99 it's a steal. 



It is a great game at £9.95. At ££.9S it 
should be in your collection \ 



SUBSCRIBE! 

Ensure that you get the next 12 
copies of Amstrad Action with 
the minimum of fuss. £16.50 will 
make sure that every issue 
materialises on your doormat 
without you having to lift a fin- 





GOLDMARK SYSTEMS 

SOFTWARE FOR THE AMSTRAD 



Shekhana Computer Services 



LORD OF THE RIHQS 

Side 1 ot our corwBrctara asss®$& will AUTOMATICALLY transfer 
the three gajnes to disc including the screen, Side 2 is lor NON- 
DISC owr.ors md wi I reduce tiie loading time of around 15 rrins, to 
just under 3 mins. Cassette C4 ,00 



SPEED-TRANS 

SPEED -TRANS Is specifically designed lo transfer mnay programs 
that have been protaciod with the SPEEDLOCK protection system 
Con tains f u 1 1 ins true tio ns to convert to di Cas s e tio £5, 50 



TRANSIT 

This utility by Pride will copy individual hies up to 42k in longlh frcm 
Drive A- A, A B B B, and B-A. IT DOES NOT REQUIRE THE USE OF 
CPM and is a necessity for thots*? with a 5 1 /4 second drive. It is 
menu driven and is easy to use. It is TRANSMATaUe lo disc 

Cassette £4.00 



V I EWTEXT 

This utility wiN allow you lo see the taxi m BINARY file It is 
particularly useful lor games that require passwords (e.g< Hacker 
and other advent -jr© games), It is TRANSMATable to disc 

Cassette €3 00 



WHY WAIT AGES FOR YOUR PROGRAMS TO LOAD - let us help 
you to convert them to disc. We have 140 can version routines, most 
using TRANS MAT by Pricte Utilities. Phone or send for more 
mtorrriation, 



UK prices shown EUROPE add £1,00 per title. REST OF WORLD 
add £ 1 ,50 pet fitto. Wo accept EUROCHEQUES (Sterling please). 



GOLDMARK SYSTEMS, 51 Cornel Road, Hattlefd, Herts, ALIO 
OSV, England Teh 07072 71S29 ANYTIME. 
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f QH wy L OPOEP CHO* O P WWL£ TO W^^M 
SCS C^A.iC)P.O. BOX Hi LONDON Nl5 &JL TlELE PHONE 0143031 56. « 

~ n ftCA UNITS, TOTTtMHAH C0UHT ftOAfi, LONDON Wtfl fiAF. 1 ^ 

(NEAR GOOO&E ST T||K 3TW J 0*t,N t&*Y3-A WEEIt IftOA AH ■ 1 1.00 Pki M ■ 
- ACCESS AND ¥lfiA HOT LWE PLEASE HINO C 1-EJl «627 (Tfl 0^401^4443 _ 

CflEOrT CAflD OWPfEF? DE5 PATCHES SAME GAY r 3UO JECT TO AVAIIABLTET. - H&V fiEUfrSB 
SUBJECT TORFi FAH% WilW ^ tWAHt HQV$£ T&CQNflflM AVASLABtUTY 
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UNIT 14, WHITE HILL G UWlOH STREET LUTON. BEDS LMl 

THE UTILITY PEOPLE TEUQSWMliee* 



FOR YOUR AMSTRAD 4frl-fifrl-Gl26 




r 1 1.« j r ft.tf | 
r mr-M 



ODD JOB 

A di#ip a*tc uiiiily with 1.1 1^* orogrirni YOU havelc? J 
> u j w nri*d i!i iDg*ri*f ifl or# irnAi ng packige A total cl 

Ji fsi toe* rtl iorm dI tivi r*sftw^«. 

■ A«n'0*reo^ecn;y a p ta^ci" you cane ~e;^e- 

* A ODffwto'.tf Mttof #o^r to tJtaflw^afHtfw tft»f th* 
cmwn 3 - THEKofASCit, 
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TRANSMAT 

cjrffi^r.ifi^^llv us«i aid i atD*rcS»rt wtiTy ha* 
stl \ho i: jrj* d m -jsc w c « iian*1frr tns 1 : 
erieft j N»m&l 55 rr-n-.Ti'D*, Ra i4d fi-gnry &y 
ih# eoirauter 

T<afW"ar«imAnv l^n'Lrr^?: nr.k^p 
* Eny Opcti^on * Au'^O r non ausc r T , 3d4. ■ 
ocator e ro^' ,vn !. wr .(J- d rt^wri'e 1 ia 
.I n-oi • L". ^ C,i:.V3C hlei " rier.?kmri ■ 
heid«rr«4d«r - St^" y^Ortrta - A Or 
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AH 
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Se&arAi^ DrC-gra ru^ i« r ■ W I »if ch sm6 ii« 
■ SnTinro n ■•-n,ih*Df\HrVrtV * Pnr |w finhflrt • 
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SUPER SPRITE 
Creaks (astrownfl n-Tialnj ^ar-,t* ei* y A^ 

jfliiWl Mi ^flf4M [K & k Pf. R SP Wt E 

porxortrw #iamo*« ol hew locrew Vid 
ar -vajH ip-^M 1o* jOLf 0#n EjfOjrjl-Tnifl^ 

If YOU'VE WRITTEN A UTILITY OP 
TO OUR HIGH STANDARDS 
PLEASE CONTACT US. 



ORDER FORM 

NAME 



Cass Disc 



Rom Port 



ADDRESS 




Battle for Midway, Battle of Britain, Theatre Europe, AND NOW - 




TOBRUK, a key 
port to Medit 
erranean 
strategy and 
vital to any 
supply in the 
desert war. 
Against all t 
odds, by July 

1942, Field Marshal Rommel h 
crashed through the Gazala lirf 
taken Tobruk and forced the 
British back into Egypt. Are you 
that good? 

AMSTRAD SERIES JL 
£9.95 (C) £14.95 (D) 



Command the Afrika 
Korps vs. Computer. 
2 Player game, 
2 Computer 
game using 
'Networked" 
Amstrads 
(extra cable 
required), 
full joystick 
coStrol. Phased game, 
Optional arcade 
sequences, Full tank 
simulator including: 
Driving. Main Gun, 
Machine Gun f Resupp)y 
phase. Mine laying 
/lifting, Air phase 
including: Ground attack. 
Air-tO-Air, Long range Bombing. 
Engineer phase. Green Screen 
option (Amstrad only). 
Tank recovery/sabotage, Save game. 



main MAP 



TANK DRIVING 



TANK ATTACK 



TOWN ATTACK 






To receive your FREE DEMONSTRATION TAPE of this game and a 
catalogue of our other products, send a self addressed envelope (at least 
11 era x 22cm) with a 17p stamp to : 

TOBRUK DEMO", DEPT A, PSS 452 STONEY STANTON RD, 
COVENTRY, CV6 5DG. Tel (0203) 667556 
(Offer only available while stocks last). 



WARGAMERS 





SCREENS - SCREENS SCREENS - SCR 
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A COLOUR TV FOR £78 ! 

FACT NOT FICTION. THANKS TO SCREENS ENGINEERS 
AMSTRAD COLOUR MONITOR OWNERS CAN HAVE A TOP 
QUALITY COLOUR TV FACILITY THROUGH THE 
SCREENVISION TV AND VIDEO TUNER ! 



C 



SIMPLY PLUG IN YOUR MONITOR. NO MODIFICATIONS. ALTERATIONS OR SPECIAL CABLES NEEDED AND YOUR MONITOR 
HAS DUAL PURPOSE, AS A DEDICATED COMPUTER MOMTOH AMD FULL COLOUR TELEVISION !! 

* SUPEH SLIM MODIFIED TV-VIDEO TUNER OF MOST MODERN DESIGN & SPECIFICATIONS 

* BUILT IN AUDIO AND COMPOSITE VIDEO OUTPUT 

* PUSH BUTTON CHANNEL SELECTION * CRISP CLEAR PICTURES ON ALL CHANNELS 

* LED STATUS INDICATOR * ISOLATED 240V AC POWER FOR COMPLETE SAFETY 

* SEPARATE CONTROLS FOR BRIGHTNESS, COLOUR 6 VOLUME * ON- OFF SWITCH 

SEE THE AMAZING SCREENVISION AT SCREENS TODAY 



HOW TO ORDER 

. < k'.l Hi All 1 ! Wl ! , - M| M ' .AIL HUA 1 >it.V >. I W 

CL49HW flVDNLlfiHlr -OPPOSITE HOOP PAR*. 
gnoFRr.Rni.inn V iti^h ftrf H.L alw*>s hd* 

TFl FPHQW QltfTlhfl (ALU It L^Pu^UHKR FOfl r*3T -fflSPATCH 

hvnn "TN qnoifiS w Tm Payment pi ka.v hi 1 7* u 111*5 aclimi sv 
C€u'HtJH'H OPCiEPfi below r?ttt*nDr4 aiovEnii&i awm 

P-LEASC ADC VALUE ADDED TAA TO QUOTED PRICES 
ALL OFFERS SUBJECT TO HjUmm 





SCREENS MICROCOMPUTERS & ELECTRONICS 

MAIN AVENUE, MOOR PARK, NORTHWOOO, MIDDLESEX, ENGLAND 
TELEPHONE: 09274 20527 TELEX: 923574 ALACOL G 

FACSIMILE: 0923 40402 PHESTEL: 927420664 

1 11.AUL Lxroiv ant. "11.. < i-inrif "o ni ji nuife.L 1 . wtLCOUb itLtPuc^r topm toft* fqr details 



SCREENS SCREENS 



— ' — 1 ! ' " 



DISCOUNT SOFTWARE 



5©ff ora<g[Knr 

3 STATION CRESCENT * WESTCOMBE PARK 
BLACKHEATH * SE3 7ER 
Acc e ss o rder s/enqui ri e s te 1: 01 -3 05-05 2 1 

Al t PfVGES iNGLUDE TO F ASTDEINERY fW THE UK ONLY. PLEASE ADO 
TOP P£R TAPE ON EUROPEAN QR0£ft$ANQ l.GQ£lS£WH£R£, 

New ti fie s arriving every day, pleas* ring for details. 
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VEMJTEttiEW TTTLR IMJT W*i^*JL4Wl^Jlf71^«^rtTU* J ^WNlHaj^iWCewmMriON 

WHY HOT COME AND PICK U P VOD R SOFTWARE PERSONALLY FROM OU R 
0ISCOUKT SHOP AT ^ STATION CRESCENT, WESTCOMBE PAHK, BLACKHEATTH, 
l ^NtJCN SE3 7EFE. RIGHT OUTStDE W^TOOMBE PARK RAILWAY STATION ON 

THE SOUTHERN REGION, OPEN SATURDAYS OWLY FROM 1^30 T1L6.IWPM 



SOFTRADE 



PROFESSIONAL PROGRAMMING 
NOW AVAILABLE 

AMSTRAD 464, 61 28 t PCW 8256, 8512. 
MACHINE CODE, BASIC OR PASCAL FOR 
ANY APPLICATION 
Call or write to David Braybrooke at 

SOFTRADE LTD 
17 Bridge Street, Leighton Buzzard, 
Beds. LU7 7AH 

0462 712249 or 0525 3Q3929 



SUPA SOFT DISCOUNT SOFTWARE 



*>x R-IAiilUP - Jt45 

Kmc iuuuiuf - ■ W 

5Cr_D i VtLCT E .. .^.,r r,# » 

io a v 1 1 m ? grit,', . a J M 
fefj^^ ,JW 

.Jp.-rqpc 40 .tHfe^V , r .... 14,41 

£ufF . ■■ ■■ IM< 

LUTEJDim .. . ■ w« 

yCNO'CiY ..J hi 

Pwtw^riLT 14 15 



=■■:□*■ BE LI 

wmker Cukes... 

W*.-ri!C-.AWTi(hla#-}. 14 Nj 

aJU^IUL^ ..jMjtl 

' U^B" EE C H T ■ B.DS 

Rnxswr* \pzri\ . k ....,..,.l4,PI 

GE'^EaR^ . Ti A* 

V t ., „JJ5 

A L E4 4l^in. ....... P & 5 

Al ihCh^aYPiM.1 i7 Vi 

LliiyiH...,,., i^S 

^lUXSL-H fl& 



10.4V 

i9.« 

■c« 
' l.» 
■4 eo 

7J» 
14. IS iC-,«. 
J.I5 7J» 
i6J4 
4.74 
4.7« 

ic-jh 

■ 

4.34 

4.H 

7,7$ 



4MJ1 9Si»-^ii^ii. i4.*S 10.99 %iib»i rao*H-.. 1- H5 

0f £tt>j* I hML« l [C=MI . 1 7 44 

Pv^-i^^o^^i --. M » T3lS9 tMcauHiup&q 

Pv^rvA^A^^Fi^* 1*1 » ll*.H 

fcS*^ jw^&i^ 4*44 *&.1W 

frca^^rayftj^-,. . r ...... .saw 

i^VUi^CMO- 1 15 » 

^'■'■"^ f/iifa-i I H » 1 A& M 

Chi'C"<-1 P'MU. .._ £9,94 -'&.ES 

CrtE-^S i^f^prt*. JH94 *B.W 

£i4S ^,11 wupq F*C3L..._,SQ » 7S.M 



it.44 

n.4t* 



Fasch ? *5 

Cto&t&lHPKEP *PJS 
D?ia^-i JI.P5 

Piospau ^ 7*.S5 

Pi*i- v EtOE . ^ ,2i .44 

S*iC 4Al*JMiE....... 4V.E3 PnaiTC^,^-^ J^.'it 

tllTOW 

■ B.EQ C*K*iK _.a».w 

li.Oj Ti>f;j- - w ^ 4IbUUUUU , 24. 94 

7,^5 SllrtlKM- H.V1 

ABC SCOTCH "0 .«.^9 

li.EC $L-Pf ncAic il 44,94 

™ AySofT 3T Ollfi S 10 CWi Y EU9.B5 

..13 » 

..14 9* f-D.S4 ]Q c^tKK =mfss masn i , 1 ,i4.6t 

..lj-SS H.Ci Ji'-ij 1 . i PljiYER fSiS-ilj ... 19.PS 

.19.95 "S4J* VWOFPICE -I ir-i$.%| . ..1A.SS 

Si 3.1 19 93 WtCPKl II |Hfe| 1«.DQ 



"A-9MJIN 

*M>rtiWWa. ...J4 9* 

"AlWCflp4h4 ..lfl.44 

■j,iwc*c4C4£1 S4.K 

J A^*nT4Rd .?=» 

"AlHflNT 414 D n<n 13 « 

"Ai^fctt |P!&x|„—. u se 

' ■ v,; a-:.; . . ■h ■ j"i 

ii HiMut .. .. .. .. 

LA*LM4*JIS jEJPfl. .. .. 

UilHgqpmutu,,^ 

L>im>i**p.EH :ai^i . 



« HI- 

44.15 

HI br, 

1J.PS 

it.A 



75.DC 
11.94 
4Q.9E- 
M4* 



ia.» 

15 «* 
flJK 
14 4 



M^4 ChcCjUvf i PC* ptifjMv 15 Di»Pkn I S^'L*vrtf Olgrlkig cnl^'i and EE-rc 
CNSCOUNT SOFTWAP E, P^PT ?. 2 1 Q NIC MOL LS TO W£ ST HA n LOW, EISE5Flf ( CM 1# 6£F 



82 AMSTRAD ACTION OCTOBER 1986 



Conquest Steers You From Victory To Victory. It's What You've 
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TAPE 
£9.95 



.STARSTRIKE.il 



DISC 
£14.95 



Available now for the 
Amstrati series. 
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FIREBIRD SOfTWAfit 
FLOOR NUN OXFORD ST., LONDON WCl A IPS 



MAIL ORDen 

MAILCfTLJLH *JN"Lka--' "FflEGPOST ' FIREBIRD, FlftSJ 
RjOOft, 6**6 NEW QtfOftO ST.. LONDON WC 1 A t PS 




THE GAME 



TICKED AMtwu" 




is the most jncredibJe 
new gomes incept to h 
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